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‘The Super Nintendo Entertainment Systern holds 
a special place in the hearts of gamers around the 
‘world, Nintendo's follow-up to the phenomenally 
successful NES raised the ba for home videogame 
consoles, defining the 16-bit era with Its innovative 
technology and unforgettable library of classic 
games, rorn Super Mario World to The Legend OF 
Zelda: Link Ta The Post. \n SNES The Cornplete 
Maral, we celebrate everything about ths iconic 
system, from its brillant software and mernorable 
peripherals to the designers and developers that 
helped bring itt if. Read on and let the nostalgia 


‘tip commence. 
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Perfect 10 games 

\We count down the ten 
essential tiles that should 
be included in any 
healthy SNES collection 


‘Classic Moments: 

‘The Legend Of Zelda: A 
LinkTo The Past 
Joumey backto the 
glorious 16-bit Hyrule 


Ultimate Guide 

To... Axelay 

Find out what made 

Konamis shoot-ern-up 
one of the SNES’ best 


Retroinspecton: snes SW 
Everything you need to know about Nintendo's iconic console 


a 


Spotlight On... 

Street Fighter II Turbo 
We celebrate a multiplayer 
classicand the king ofa 
arcade corversions 


‘The Making Of 
Super Metroid 
Yoshio Sakamoto tels 
the inside story of how 
Nintendo created als 


Classic Moments: 
Wild Guns. 

Tums outcombiring 
cowboys with mechs 
makes fora great shooter 


Mode7 Heaven 
From FZero to Plotwings, 
‘these games pushed the 
SNESS revolutionary visuals 
a— ro the lit 


Classic Moments: 
Contra: The Alien Wars 
Take your pickof these 
memorable moments from 
the mother of all run-and- 
gun games 


‘The Making Of 

Super Mario World 

Just how do you go about 
creating arguably the 
greatest game ofall trne? 
Find out here 


Classic Moments: 
Super Turrican 

The SNES had its fair share 

ofincredible shooters and 

Factor Ss adaptation is up 

therewith the best of them 


RPG Heaven: The greatest 
SNES RPGs of alltime 
Chrono liigger, Fenanigma, 
Final Farasy Vt. its not 
dificult to see why the SNES 
era was labelled the golden 
age of RPGs 


Classic Moments: F-Zero 
Garners will never forget 
fing up the SNES for the 
first tme and seeing the 
fucure of racing garnes, 


‘Top 25 SNES games 
Readers of Revo Garner had 
theirsay on the games that 


Classic Moments: defined Nintendo's consol. 

TheLegend Of The Did your favourte tite make 

Mystical Ninja the cut? 

Discover the possbiltes of 

athow others have used The Collector's Guide 

ther around the glabe We breakdown the games, 
peripherals, imports and 

Spotlight On.. rriscellanea that serious 

Super Mario Kart SNES collectors should track 

Revisttheracng spin-off down immediately 


that became classic, and 
spawned a legion of mitators 


‘The Making Of 
Super Star Wars trilogy 
Justhow did LucasArts 
ranage to bring the galaxy 
fa faraway to the SNES in all 


Itsglory? 
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The follow-up to the NES faced some serious competition, 
but an unbeatable game library helped it triumph 


With a NES in 30 per cent of American homes and 
the word ‘Famicom’ synonymous with videogames 
in Japan, Nintendo was understandably reluctant to 
release a successor to its best seling console anc chose 

to support the ageing 8:bit console for as long as it could. twas, 

however, only a matter of time before the advance of technology 
allowed Nintendo's competition to take the lead and by 1988 both 

NEC's PC Engine and Sega's Mega Drive offered a far more powerful 

entertainment experience, Nintendo could no longer rest on its 

laurels and secretly began work on the Super Famicom, 

The 16-bit-systemn had been developed and designed by 
Masayuki Uernura, who had spent months attempting to make the 
Super Famicom backwards compatible with Farnicom cartridges but 
hhad found that the massive leap in technology had set Nintendo's 
machine so far in advance of its predecessor that building in SUPER NI 
Farnicom compatibilly would have been far too costly Without Steen 
backwards compatibility to bridge the transition between consoles, 
Nintendo would need an inesistible launch line-up to tempt 
existing Famicom owners to upgrade. Knowing this, Nintendo's 
president, Hiroshi Yamauchi needed his best man on the job and, 
as soon as development of Su 
charged Shigeru Miyarnoto and his thrty-man team wit 
exploring the new hardware’s game-playing capabilites. 

One of the biggest tricks that the harcware had up its sleeve was 
the now infamous Mode 7:a graphical hardware mode that alowed 
sprites to zoom in and out anc rotate in @ way that simulated! a 3D 
depth-of field effect, Neither the Mega Dive nor PC Engine was 
capable of sprite scaling on such a level so Nintendo decided that 
the first three Super Famicom games would take advantage of the 
innovative feature. After 15 solid months of R&D, Miyarnoto and 


Maria Bros 3 was complete, he 
the task of 


Nintendo 16 


V/ENDO. onepuinmanyes 


para eae a cenduresto tsa. 


TEAL 


Cy 4 
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Co would begin work on F-Zero, Plotwings and Super Maria Bros 4, 
which would all se Mode 7 to varying degrees, However, with only 
ten months until launch day the tearn was only able to complete 
two of the games on tine and Piotwings (the most technically 
demanding of the three) sipped by @ month 
By 20 November 1990, Japanese dernand for Nintencio’s new 
Noréitnnemmnetegnrane __consoenad reached fever-pitch and any worries that the machine 
{orton ene akoen would fal to entice existing Faricom owners were washed away, 
Demand for the console was so high that, for example, the Hankyu 
department store in Osaka had to stop taking preorders only a week 
after they started, In retrospect the release ofthe Super Farnicom 
heralded the age of hysteria that has defined every hardware launch 
to this day. By 20 Novernber, total pre-orders numbered in excess of 
15 milion yet only 300,000 machines shipped. Fearing that several 
Yakuza groups planned to hijack the Super Famicom shipment, 70 


plerenCuyucctaerramee — seloriatariiCally inflated prices, Nintendo commenced ‘Operation 


Constr eden fee weve Mignight Shipping’ in which the entire batch of 300,000 machines 
sig SES were hauled across Japan in the very eatly hours of the 20th. Thanks 


to these dramatic efforts, the launch was arousing success: the 
Super Famicom sold out in seconds, even with only two launch 

tls. Yet when one of those ttles was the sequel to the best seling 
game of al time, success was a certainty. Despite being the least 
technically demanding of the Super Famicom’ launch titles it was 
Super Marto Bros 4: Super Mario World that shifted the machine. Super 
‘Mario World expanded on its predecessors by offering finely tuned 
forming gameplay, beautiful pastel graphics and a staggering 
79 levels. The game is stil remembered, 16 years on, as the best 2D 
platforrn garne of alltime so its no surprise that Nintendo relied on, 
itto push sales oftheir console. 

When it came time to introduce the renamed Super Nintendo 

Entertainment Systern to the UK (atypical 17 months after the 
Japanese release} Nintendo rade the bold decision to bundle Super aa 


By rng sate econ le 
"ah erage eats 
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‘Mario Warld with every SNES console, Making for one of the best 
freebies of atime, Maro helped to move many @ SNES into Britsh 
living rooms that surnmer, but arriving two years after the Mega 
Drive proved very costly. Sega's black beauty was phenomenally 
popular in Europe (thanks to its exclusive sports simulations and 
arcade conversions) and left little room for competition. It wasn't 
until Christrnas of 1992 that the tide truly began to tum, thanks to 
Capcom's Street Fighteri The original arcade garne had spawned 
a worldwide craze, the likes of which had not been seen since the 
days of PacMan and Space invaders, and whichever horne console 
netted a conversion frst would benefit ror a serous rein sales. 
Sure enough, Nintendo managed to snag Capcorn's seminal 
brawler a full year before Sega and stole a significant slice of the 
Uk matket in the process, A pattem was stating to form’ although 
Segal success was assured by its in-house conversions and its 
telationship with EA, it was Nintendo's SNES that tumed the most 
heads by continualy providing the classiest most desirable games. t 
started with Mario and Street Fighter and continued through Zel 
Secret Of Mana, Axelay, Super Mario Kart and hundreds of ather top- 
Grawer games that would go on to steal the hearts of hardcore end 
casual gamers alike. 

As the years went by and more powerful competitors (ike the 
300 and Jaguat fl by the wayside the SNES excellent range 
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Keep sharp 
and avoid shake 


To exploit the advantages of 
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(CD-ROM medium, 
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bout we do know that Secret 
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Aroom witha 
Satellaview 


The Sateli 
Unusual hist 


alone The d 
the Super Fami 
quire 

a popular Japanese satelite 
service. Atprescheduled 
times the service would 
broadcast a chosen game, 


ames from St Giga 


hich could then be 
downloaded onto aflash 


cart and played “offline”. The 
ervice was discontinued in 
2000 butitisstill possible 
to find flash carts with 
‘games saved to them. These 
treme rates should 


be of particularintr 
Nintendo fans as the sen 
featured exclusive versior 
ofelassic Nite 

including Zeca, 


er and some games, ke 
the version ofA Link To The 


ice-actinginto them, 
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of software continued to impress with the aid of Nintendo's 
quality contol and, when it became apparent that t 
was beginning to show its age, Nintendo built partnershios with 
third-party developers to find new ways of making their games 
look next generation even ifthe original hardware wasn't. The 

fist ofthese partnerships came about when the UK's Argonaut 
Softwate impressed Nintendo by programming the monochrome 
Game Boy to dsplay full 30 graphics. On the strength of the 

Game Boy ttle, two of Argonauts ernployees, Giles Goddard 

and Dylan Cuthbert, achieved what few British coders have and 
secured postions at Nintendo's Kyoto headquarters, There they 
developed the "Mario Chip" later tenarned Super FX) a cartridge 
embedded co-processor that would allow the SNES to display true 
3D polygonal vsuals forthe fist time. The first Super FX garne they 
created, with the legendary design talents of Shigeru Miyamoto, 
was Star Fox: an astounding 3D space combat game that wowed 
SNES owners of 1958, who couldn't believe the console was 
capable of such graphics. The following year another incredily 
ented UK software house found a way to push the SNES beyond 
its preconceived limits. are, who had previously pushed the ZX 
Spectrurn much further than anyone thought possible, had been 


econsole 


By tying the release of 
Super Mario World to the 

iy SNES, Nintendo ensured 
the console's success 


Using Silicon Graphics workstations to test concepts for Nintendo's 
next console: the Ura 64, In doing so they discovered a way of 
Using high quality pre-fendered graphics on the humble SNES, 
which they used to cteate the beautiful Donkey Kong Country and 
an arcade conversion of the previously Ultra 64 bound Killer Instinct 
With the PlayStation and the Saturn on the horizon the 
looks of Rare and Argonaut’s games must have made the SNES a 
very tempting reason to not upgrade. 

Nintendo's huck couldn't iast forever though ang, despite pushing 
1 harcware to its limits, sales of the SNES slowed to a trickle in 
the UK — due in no small part to the globe-consuming success 


carting 
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‘of the PlayStation, Nevertheless, ike all good consoles, the SNES 

was due for a last hurrah and it got one in the form of Super Mario 

World 2: Yoshis sland. The gorgeous platform game used 

a combination of Mode 7 and the Super FX2 chip 

to purnp out some of the best effects the 

'SNES had ever seen and with the classic 

Nintendo gameplay it became one. 

of the console’s most beloved 


titles. The gloriously beautiful y ' 
platforrn garne proved that the 

Super Nintendo was fe from 

dead, but was sadly last in the Sy i 

exciternent of the new era of 32 $ 


games and the hype surounding Super aS 


‘Mario 64. Though it attained outstanding 
critical acclaim, Yosh’s island was a commercial 


flop in the UK and was one ofthe last significant 

SNES titles to see a European release alongside ») 
‘Donkey Kang Country 3 and Steet Fighter Alpha 2 in Oe? ey. @ 
December 1996, * 

‘Asis typical of Japanese consoles, the native 
‘Super Farnicom lived on much longer than the 
‘Western SNES thanks to continued hardware support and a greater 
demand for software. The Satelaview (see boxout) broadcasted 
new Super Farnicom garnes directly into players’ hornes from 1995 
{0 2000 and, in doing so, kept the large user base active. A new 
hardware model was introduced in 1998; the Super Famicom Jrwas 
a sealer, sleeker unit that was affordably priced as an alternative to 
the N6¢ and allegedly small enough to be sold in street vending 
machines. Top quality games continued to be released until 2000 inci nits on 
with Fie Emblem: Thracia 776 and a series of Pcrass titles being the {Seay ceri in 
most noteworthy. 

Prodluction of the Super Famicorn finally ceased in late 2003, 
which ray seem like a good innings untll you consider that 
production ofthe original arnicom was discontinued in the sarne 
year Regardless, throughout its thirteen year lifespan, the SNES 
‘Super Famicom achieved widespread success and adoration 
thanks to Nintendo's willingness to keep the machine alive through 
‘groundbreaking hardware expansions anda virally mitless sting _—_—stfarbraned se gran unwed 
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SNES controller 


Nintendo started the trend towards 


Joypads with the release ofthe 9 
Famicom, and the design for its SS S 


follow-up proved similarly influential. Details 
When the Super Famicorn launched 
‘torn 30s 
In Japan in 1990, it would introduce am 98 
variety of now-standard features to et nd 


the console joypad. The fist of these 
Was the addition of shoulder buttons 
= two long butions mounted on 
the top edge of the pad, rather than 
itsface. The Land R buttons were 
designed for your index fingers 
to rest on while holding the pad, 
enabling quick access, The other 
change was the face bution layout 
four buttons in a diamond formation, 
with Xand Y joining A and B The 
pad also followed inthe footsteps 
of Sega's Mega Drive controller by 
featuring 2 rounded body, showing 
a concession to ergonomics that 
hadnt been present in the Famicorn 
and NES pads 

Shoulder buttons quickly caught 
‘on, becoming a standard feature 
of console joypads by the 32-bit 
generation, but the damond 
forrnation of four face buttons took 
a litte longer to becorne standard 
as companies (including Nintendo) 
experimented with clfferent six 
‘button layouts, However, all major 
consoles and dedicated gaming 
handhelds use it now — and all owe a 
debt to the SNES pad. 
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‘SNES controller fact 


This futuristic racing game ma 
layout right from the launch of the system by 
scheme that would be impossible on any 0 


and steering. racing game, FZero added a 
turbo function on the A button, However, the best adalition was 
the ability to lean your craft withthe shoulder buttons intuitive 
Using Land R buttons to add extra comering power or provide 

lateral movernent in the appropriate direction 
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01 Super Mario Kart 
= eed 9 bbe 
Gontadbyrienes 


0% 


* Relned 94 Pb Nt 
+ Geese 


Super Metro a game thal works ona varoty 
ofleves. While some marveled ats motherly 
themes, stunningly created environments and 
remareable attention to deta others were simoly 
impressed with the sheer amount of crap yo 
«could blow up in: Regardless of how you ec 
about Samus only 1ébit adventure, tere’s no 
‘denying that Soper Metroid remains a staggering 
achievement that perfect'y combines the rush 
lof shooting huge bosses with the wonder o 
new areas ike no other SNES game 
that it took Nintendo eight yeas to 
sith a seque! that could do ij 


ele ele le lle 


v. 


“ese 2 Pb foun = Cate or 
Konami released some outstanding tes for 
intend’ 16-bit wander, aut ths erackng efor 
“om uably one afitsbestelfons 
fh level is a rollercoaster ride of destruction and 
sre the SNES hardware on fine frm. Sprites 
2a ful of deta the game's many basses ajay 0 
‘echold ard there's a riiculous amount of Made 
7 ickeryaping on, Adin a fantasti stomping 
soundtrack an anesome aay of eiferen 

ns and some groawy overhead levels that 
can be rotated with tnele’tand ngns triggers) 
andyyou have arurrand-gun tile that would be 


essential on any 


alee" Pabedan 
Coney rel Sper 


There's no deri 


1e superior of Ocarina OF 
Time, bu ink To The Past remains @ wonderfully 
accomplished adventure that deserves tos 
‘rout in every SNES owner's collection Every 
dungeon you explores crafted to perfection, and 
easy, youl soon be scratching 
yur head ever Miyamates deviousy designed 
juzzes. The mary weapons you discover are 
wyellbalanced and every boss 3 mastersvokein 
design Then of course youhave the two uni 
worlds that Link can eventually switch between, 
making an aeady spraniing game ever large. 
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shocters avaliable forthe 
omar to the bance thats 
1g Avelay From is qua 20 levels 
Toit utery amazing music every mamentof 
Alay is exiaratng to play though, While the 
level design and avalable weapons ae worthy o 
pra, ts the immense stiking bosses the game 
constantly throws at you that uly astound, Huge 
metalic spiders, colossal ED209 styled mechs 
and a gigantic ava creature are just afew of the 
"mayors you have to deal wth ancl each breath 
‘akeng to benola Why’ it's neverbeen released 
neve 


There's host of 
SNES, but few can 
Konami stu 


* Relned 3 abba by rds» raed by rede 


What's better than three classic Mato NES outings 
‘on.one carvidge? Why, three Maro NES games 
wth i \esand 2 fourth excisive 
{te that had only orginally appeared in 
course Altar triple whammy of Super Mari 
Bros 1,2 and 3 made incredible value for money 
and were great examples of rang of games 
and upezing them fora newer piiform, Aden 
‘Super Mario res Te Lost Level, a rougher version 
‘ofthe orginal game that al 
‘rom ether bother and youbad an amaznaly 
comprehersve package. Later versions 
included Super Mavio Word on the cartridge! 


*Reled 35 ube by qu * raed Squeth 


{would have been alto0 easy to go with 
Squaresofs Secret Of Mana so we've decided 
focus on thistle beauty instead, While 
Squatesot’seple borrows plenty of deas fae 
the Fina Fantasy senes, you just cant help but be 
imotessed ty the amount aflove that has go 
int crafting this astonishing 8G, Athough th 
table, con begins 


characters andl sub-plts. The combat sy 
apy to use and the use of sound throughout is 
‘urstanding Ital combines to create one ofthe 
mast engrossing APGS we've ever played. 


08 Street Fighter Alpha II 


“ales 25 Phe ico estado 


Capcomis second Aipha te was released ate in 
the SNES fe, and asa result was sadly veriooked 
by great many gamers whe had moved on to 
thenewar flasher consales. Ther oss was our 
-gan howe 35 ts easly one the best brawlers 
on Nintendo 16 bit wonder Grea looking 
spite, a solid roster of characters, new moves, 
plenty of aetioal animation and thumging 
‘9000 gameplay made Alpha! a winner We've 

no idea why the frst game didnt appear on the 
SNES, but Capcam more than made up frit with 
this excellent sequel An outstanctn ighte that 
‘deserves to be in everyones SNES collec 


10 Umihara Kawase 


lene 98 Paha rented 


It seems onl fa to pur atleast one quiky 
Japanese tle in the top ten, so our votehere goes 
twthe delightful Umihara Kowase Taking co 

‘fan adorably cut ite gi the aim of each stage 
\ssimple avo the host of bizare fry enemies 
‘out to get you and reach the door an each exit 
Of cours, said ext is often out of reach, and with 
your ttle se not ing thar great a jumper 

She hast ely ona handy elastic rope w gether 
‘around, Think a cutesy ionic Corrmando but 
with some decent rope physics thrown into the 
smixand you have a pretty good dea of what to 
expecthere 
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09 Pilotwings 


+ tales 195: PubhedbyNrcdo" Gate ire 


The Mode 7 chip was used in countless numbers 
‘of SNES games, but never wasits appearance 
mote noticeable than in the wondrous Plotwings 
Taking contal ofa budding plot allthe game 
ied you to do was maser icences foro, 
rent events Sytiving, Rocketbel, Light Plane 
and Hang Gide While some of Plotirng events 
‘ould be tricky to get tas with, the elation you 
feltwhen they were finaly masteced more than 
made up fort. Thanks tothe excellent Mode 7 
cfets the sense of scale you encountered as you 
flew through the at was breathtaking ang jst 
wait nti you finaly get to use the hang glider. 
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CLASSIC MOMENTS 


The Legend Of 
Zelda: A Link 
0 The Past 
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The Past Moments 


Gotta cateh‘e 


Alinkto the fast 


‘Obey your master 


Axelay geo 
1, Ls. 
ma 

We hop onto our custom-made cardboard star fighter and 

charts a course for the lllis Systern in order to bring you as i a 

fmuch inforrnation on Konamis seminal SNES shooter as 

possible. You better have an itehy trigger finger... 


Axelay 


Konarnis Axelayis a landmark shooter in many = 
ways, but the most strking is the fact that it 
rmanages to bring intense alien-blasting action 

10 2 forrnat that supposedly struggles with the 

genre. Much has been made over the years of af 
Nintendo's decision to grant the SNES a CPU 
operating ata mere 35BMH2 — its rival the Sega Mega 

Drive, contained a Motorola 68000 processor, which 

tore along at a comparatively blistering Z67MH2— and many 

ritics stl maintain that thiss the reason for the puzzling lack of 
decent shmups on the syster: the slugaish central processor simply 
cannot cope with multiple enerries and projectiles o 
allat the sarne time, they suggest. There's probably a grain of truth 
in this assumption, but the theory does come somewhat unstuck 
when you take a look at Axelay in glorious rnotion, 

Released back when SNES titles were still everaging their 
graphical superiority over Mega Drive software, Axelay’ primary 
draw was its incredible visuals. Few who were around at the time 
to witness itin motion can forget the powerful spectacle of the 
unique rolling perspective, which used the SI 
chips to create the impression of fying towards a distant horizon, 
in truth it wasnt totaly convincing, but it was certainly striking and 
te 


e screen 


s custom graphics 


iains so even today 


ike Thunder Force il and Konami stablemate Salamander, Axelay 
alternates between horizon 
essentially gives shooter addicts the best of both worlds, and 


and side-scroling levels. This 


Ultimate Guide To... 


Twin Galaxies @ XN 
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Name: Patrick | DiCesere 
Points: 1974380 


Instant expert 


Axelay 


both variations offer the same degree of amnazing and addictive 
gameplay. Another constants the flawless standard of presentation; 
Mode 7 trickery aside, Axelay is a jaw-croppingly gorgeous gare 
and arguably one of the best-looking 16-bit shooters ever created, 
Not oniy's the screen awash with highly detailed 
but 
comrnitted to siicon, 

Refreshingly, Axelay has top-notch gameplay to back up the 
appealing aesthetics. Unlike the vast majority of other gente classics, 
‘Axelay features no weapon or itemn pick-ups whatsoever. As you 
advance through the gare you gain access to mote armaments, 
Which can be loaded onto your craft between missions, but 
essentially youre given all of the tools you need frorn the outset of 
the game. Every situation you encounter during the adventure can 
be dealt with by switching to one of your three availalole weapon 
pods — although naturally some are better at the job than others 

Another unique feature isthe way in which your Axelay craft 
‘takes damage. Sustaining a ditect hit fram a projectile doesnt kil 
you but instead knocks out whatever weapon you have equipped 
atthe time. This means you can take three hits be‘ore you lose a 
life. However this is balanced by the fact that a ditect colision with 
another craft or part of the environment results in your fighter 
instantly being ripped asunder in a shower of metal 


An excellent reception 
When it was launched in 1992, Axelay gained incredible pralse from 
all quarters, with the gaming press understandably bowled over by 
the unique faux-3 scrolling and high standard of presentation, Taro 
Kudu’ perfectly suited soundtrack was alo held in high regard 
ands outstanding, even by today’s standards. Given the popularity 
of the game and its near-dominance of the SNES shooter library, 
sequel was almost a given ~in fact, the game's ending sequence 
practically promises a follow-up with the words: ‘See you again at 
‘Axelay 2’ Sadly, despite the rumours and 

anticipation of fans, Konami never 
fulfilled that particular pledge. 
Main programmer Hideo 
Ueda — who alo worked 

on TwinBee, Quarth and 
Parodlus ~ remained with 
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Axelay’s arsenal 


Axelay 


he company but Kazuh 
programmer’ on the title - went 
‘Masato Maegawa in the sam 
has been a co 
involved with t 
atthe sarn 


0 Ishida ~who is credited as suoport 
th 


establish Treasure 


eat 


nor 


vurnaur aver the years thal 
ame also left Konami with Mi 
time, which possial 
never materialised. 


er key staffers 
awa and Ishida 
plains why a planned sequel 


Today Axelay’s standing in the shooter world is as high as ever, 


with the game regularly appearing in polls aiming to ascertain the 


greatest shmup of al time It continues to command a fair price on 
he second-hand marker, but thankfully f 


rose of you that don't 
relish the thought of paying over the odds for a dusty old cartridge, 
Axelay has als via Nintendo's Wi-based Virtual 
Console service, where its lofty reputation and timeless ap 
dbyaw' 


made availa 


resulted init being dis 
ion of new fans. 


red and appre 


ystems available on your top-ofthe-line DII7B Axelay fighter 
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Straight Laser _| Needle Cracker Round Vulcan 
A powerful burst Asi ring homing ates of 


plasma energ 


10, which se hhasa particularly wide high-velocty death 


one of your fist enemy units range of fre avital weapon 


Morning Star 
Another weapon A powerful rocket Aito-ground missles | Quite similarto the 
fortaking out sever | launcher witha lage usefulfortakingout | Explosion Bomb, but 
enemies aton blast radus quntumets fresbackwards 


aes Sep 


Pia 4 


Explosion Bomb | Cluster Bomb 


Axelay 


Sit back and enjoy Konami's coders let loose on 16-bit hardware 
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Axelay 


Many shrnup aficionados would arque that a blaster ves 
and dies by the quality of ts boss encounters, and Axelay 


certainly doesnt disappoint in this department. As well as a truly 
fearsome number of mid-level bosses, the garne boasts some of the most unforgettable level 


guardians to grace the 1! 
‘cunning tact 


bit era, These epic enemies are notable not only for their variety and 
bout for allowing the SNES to showcase some of its most impressive visual tricks, 


with sprite rotation, Mode 7 scaling and smooth animation, Here's a rundown of the supreme 
beings waiting for you at the conclusions of Axelays levels, 


STAGE ONE -Curnuituses 


“Throughout the history of shooters there has been 
custom of memorable opening bosses, and the 
‘mechanical spider that wats atthe conchision of xeloy’s 
frst evel certainly conforms to that tradtion. Boasting 
soely authentic animation thanks to fs muljored 
nagure each nb aseparate spite anda fearsome 
ar of baby spider roots supporting fom the re ts 
no wonder that Arachratron has remained indelibly inked 
in the memory ef mary a SNES gamer Naturalis status 
asthe game's debut b 


encounter results a ‘elatvely 
uy: the tractoroeam web that 
Archanatron cccasioraly spits Out sows your ship dovin 
mating it harder to dodge incoming projects, but or 
‘whole youl find this chap looks alot more scary than he 
actualy is Focus all of your frepower on the mouth 
riially because, once you destry't the web can no longer 
befed Afters you should sew all of your avalable 
weaponry at the eye which ithe spiders weak spot, 


iow dearee of 


STAGE TWO- Tralieb Colony 


an uncanny resemblance te bipedal RoboCop 
rst ED-209,the 36 Towbar lurks na battered and 
‘Sereict portion at the endl ofthe Tralee Colony. Arimatec 
using 3 combination of sprites and rotating Mode 7 eects, 
this two leg 


blo your fragile crf alr When Towbar pauses 
toatack mate sure youre high up near the cling ofthe 
level He wll ether shoot with is machine gun which can 


be blasted off you fee tke adjusting the odds in your 
favour or engage hs dealy laser beam attack Bath attacks 
‘can be angjed, so youl need to make sre youre nthe 
toprg screen fo avoid be 

Towbar’ weak spat isthe exposed motor unit just behind 
hs protective hood: the explosive nature of your miss 
‘bombs can penevatehis defensives for massive cama 
This resourceful enemy fs aso capable of huring smaller 

sctles your way, 50 don'tet your guard down 
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STAGE THREE 


This bo 


Hang in na te, but 
this man: 


STAGE FIVE - Lava Planet 


Transported from the soggy depths ofthe Cavern to the 
ery wastes of the imaginatively named Lava Plane, your 
‘waterlogges space su sikely to dy out quicey, but 
unfortunately youll also have t faceoff against one ofthe 
game's most famous faces and the cover star ofthe Wester 
ayer Amassive cyborg capable of withstanding 
temperatures and ad in maken lava, tis brute 
another example of the SNESS graphical muscle, 


ye 


STAGE SIX - The Armada of Annihilation’s Fortress 


fighting yourway though thealen leet and infitrasng 
the enemy base youre faced withthe final challenge Veron, 
the avi leader of the Armada of Anniston At frstgiance he 
‘appears to be some kind of ric overlord, but afer blasting 
‘aay fr awhile youll uncever his tue form ahorfic allen 
‘organism thathas the capabiity of copying your atacks Your 
ships scanned and Vesnion proceeds to hur clone Aveay craft 
in yourirection Needless to say, this the hardest boss battle 
inthe game and seems to last for an age Even when you've 
finaly desvoyed Venion and made goed your escare from the 
rapidly dsenegrating alien forves the bates far ffom over 
the enemy leader res to prevent your getaway by filing 
screen with shrapnel and biacking your progress. Lana few 
vwellaimed misiesin his qulet andthe vanishes into the ethe, 
leaving the path open for you tafnalyetum home 


Axelay 


showcasing smooth, mult segmented animation an fllng 
aimost the ene seen. Like ary other selrrespecting fre 
‘004 Weer fond of spewing flames fom his mouth and 
Whis enormous arms around ike a chid ata schoo 
sco, causing untold amounts of damage to ary spaceship 
foolish enough te ben close proximity. Be sure wo keep wel 
_anay ram those massive mitts of and channel all ofyour 
into blasting away at his chest. Doing soreveals his 

‘agieen hear’ that, ance destroyed, forces 
\Wayiers eles body to sink beneath shee hot planet 
surface, never to etur, 


Street Fighter Il | 
Turbo ............ 


Ident ex cf love for Capcom's 
serial brawler Dorit get me wrong. im 
fully aware ofits historical importance and 
real that plenty of people sl ply ton 
a regular bass but after witnessing the 
oreograchy of Steet Fight 3 Thi 
older peer appeared to havenothing new to offer 
How wrong] was, 
Thanks to Capcom and Xbox Live Arcade, Ive been able 
re-discover the joy of Stee. 
Stree: Fighter Hype 


et Fighter remains a slow, 
gid experience (sorry guys, but t's tu) Turbo gves 
game a much-needed boost of speed and ensures that 
outs are alvays satisfying. New costumes, extra moves 
and re-designed backdrops were jus a few of the ada 
Capcom included and | stil have the cool metal 
packaged in 

he later titles have presented us with more character 


choices than ever ridiculous specials and the beauty thats 
partying, there's stil something immensely satisfying about, 
a no-nonsense round of Turbo There's no need to worry 


about puling off double fireball mations, you won't mean 
‘over the cheapness of Thiel Smke’s Chun-Li and Ken, you can 
Just concentrate on mastering the good old fashioned at of 
beating the hell out ofeach other Sure the character models 
looka ite old fashionec and the animation has last lor of 
its sickness over the years, but even 
with these niggles (and that's all they 
are teal, Turbo's gameplay remains 
resoundingly sole 

hile i's no longer my 20 fighter 
of choice (that hanaur ges tothe 
excellent digital por of Steet Fighter 
1 Thre Ste, Steer Fighter Turbo 
remains one of the sickest 16-bit 
arcade corwersions around, and 
time has done nothing to diminish 
that fact. 
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Super Metroid The Making Of 


THE MAKING OF 


Super Metroid 


vel as leave the immaculate subway 
in the south of Kyoto, | walk through this remarkably 
unremarkable suburb unti | sce the big white block tha 
Nintendo’ contemporary headquarters, The gates to NCL ate 
manned by two portly, middle-aged guards who s 
2 faintly threatenin his comically undone as 
notice, behind them, in the back of their litle booth, a stash of NCL- 
manufactured toy fer from the Seventies a 
way back int 
Farricom era, This may not be the original Nintendo HQ ste, but 
it cleatly retains the company’s history Ike a hoarding retro garner 
hangs on to loose carts, 

Inside, beyond the pristine lawns and shiny entranc 
marble-floored, austere world whose foyer's sta 
polite and correctly spoken Nintendo officials, Eventually tm led 
into a meeting room on the ground floor, where | sip the o-cha 
kindly provided by the demure NCL woman as | wait — and slightly 
nervously revise my notes and cue my Dictaphon 
smiling, porytaiied artist type arrives and immediately makes his 
introduction, This is Yoshio Sakamoto, producer of 
Nineties and stil 
today, "Hajimemashite, Yoroshiku ones 

Sakamoto has brought with him a smal 


‘Metroid to aid his rnemory ~ the gare 


at Jujo Station 


uses 


rn to project 


presence, wi 


entera 


cd by painfully 


back in the ear 


pleted 15 years ago, but the Mewoid 
cade — as we chat 


Super Metroid 


To start with, there was the Famnicorn Metroid garne,’ he 
recalls, Sokamoto worked on that first Metroid adventure, and its 
relevance to Super Menoid is particularly important because of the 
Unchanging core concept of the 2D Metroid games; a core that wes 
forried in said Famicom Disk System original of 1986, 

“My boss [producer Makoto Kano} told me that Metroid was 
realy popular in North America, so he encouraged me to produce 
2 new Metroid game with the high-quality graphics 
becorning possible thanks to the Super Famicom. OF course | sai, 
"Yes, Id like to try doing that! The game design and concept had 
already been established before Metroid if was produced for the 
Garne Boy,’ Sakamoto explains. ‘When it came to making another 


ed sets was bon on sequel this time for the Super Famicom, we really wanted to see 
ridge 


eine peers aca how far we could push the SFC to generate greater power of 
Disk System ttl before migrating expression and enhance the appearance of the game world, all 
jothe icon of NES cars for while working with a basically unchanged concept. That was our 
consumption inthe West s eS pe Heid we iene 
veces hea rene initial motivation as faras Super Metroid was concerned: to build 


nha on the expressiveness of Metroid and achieve greater presence, 

(in emulated version can be something closer to a reality” 

vitieratting) Sakamoto had nothing to do with the development of Metroid 
yet that sophomore title in part shaped the plan for Super Metroid 

"As the last scene depicted Baby Metroid being born right in front 
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This monochrome curio 
nsporteg Sanus othe Met 

omeworie of 288 ts drama 

finale providing Sakamoto and 


everts af Super Meo. may 
ot be as preity as it lative, 
bt Return OFSamus remains 
an essential experencefo 
familys adenicers 


Super Metroid 


of Sarnus’s eyes... well... theres no real explanation for that in the 
‘course of the garnes, but that scene was another source of incentive 
for usin that we wanted! to follow an from that ending, linking 
‘Metroid fl with Super Metroid. We were determined to keep the same 
world-view and maintain the continuity ofthe story” 

Aside from the basic garnepilay forrnula set in motion by Metroid, 
the code on that rillon-seling disk aso plotted the aesthetic 
direction of the series. | suggest to Sakamoto-san that Super Metroid 
and the Metroid games in general don't look ike ‘typical’ NCL games 
and | ask him why that might be. He sips his tea and then replies“ 
think the film Alen had a huge influence on the production of the 
fist Metroid game. All of the tearn members were affected by HR 
Giger's design work, and | think they were aware that such designs 
‘would be a good match for the Metroid world we had already put 
in place. To be honest, Ive never really been clear on whatis or isn't 
the ‘Nintendo look, but as far as we were concerned, we were just 
projecting another image from within Nintendo ~ another face of 
Nintendo, ifyou like. But yes, it's a science-fiction garne, so, 

Other than the artistic influence of Necranom, Sakamoto reckons 
that numerous gammes affected the style of Super Metroid ~"| 
cant lst them... There are just too many of them’ — although he 
‘counters this by highlighting the experimental side of his tearn’s, 
carly work ‘For the prototype stage of Super Metroic's development 
‘we just had a few Intelligent Systems programming staff, myself, 
and another [in-house] Nintendo designer We examined what was 


‘Arguably the finest game inthe 
Mend seres, this |e-biccreation 
brought 2D adventu 
tare eve! of soph 
Super Metroid pacing and 
‘world design are by al measures 
perfect,and there sre so rary 
aspects to expiorehere that the 
‘game retains its unique allure 15 
yeass on 


Taking the Super Metroid template 
into the 215¢ Century ard again 
with Yoshio Sakamoto atthe 
creative helm MetroidFusion 
found Samus once morefacing 
the destruction of game world, 
‘Only this time Samus as the 
‘knowing perpetrator. 


Retro Studios fist person 
venture spin an the Metod 
template sald 15 millon copies 
inthe United States lone yetit 
simuttaneously pushed Samus 
‘an aay fom Japark 

sensbilies, guarantee 


of Wester sue 


Bho 
Prmels unusual perspective and 
restraned style of fst person 
play carved outa nicne for Samus 
sidestepping the FPS gerve to 
findnew ground. 


The fi game to featu 
a multiplayer mode ahough ts 
inclusion was perhaps ischsed, 
asitfaled to realy ad anything 
‘ef worth fo the ractional single 


payer adventure. Fehoes' gate 
successes werein translating 
more of Samus abies such 
the Screw Attack to20 


Super Metroid 


possible in the game, and as the core Metroid system was already 
in place we considered how we could rake the 
play, what new ideas we could incorporate, and so on... Then we 
drafted in lots of other NCL and intSys devel 
beyond that stage and into the proper work" 

here has always been a complex yet rutually beneficial 
relationship between Nintendo, then based in Higashiyama (to the 
northeast of the current Minami location), and intelligent Systems, 
constantly situated in the eastem Kyoto ward of Higashiyarna 
Sakamoto refers to the tearn as “intSys" and says that it had been, 
helping Nintendo with the Metroid series since the intial FDS game, 
‘asa second-party developer’ While fs fairto say that the garne 
design and play-testing abilities of NCLs in-house staff have always 
been some of the world's best, Inteligent Systems’ developers were 
‘on hand to provide indispensable technical know-how, particularly 
focused on the hardware side of things. 

“intSys 
adds, ‘So during the experimental stage we told 
the IntSys programmers what kinds of things we 
wanted to do and verfied what in reality cou 
be done. Weld been well prepared for the rove 


Jame easier to 


pers once we got 


5 always been very capable with hardware’ Sakamoto 


Super Metroid 


some idea of whet 
into it, which features we should use, 


to the Super Famicom hardware, so we hac 
to expect before we went 
and how. I think twas good that we went through the prototype 
stage because it qave us a base onto which the postexperimental 
stage staffers could easily begin their work, AL the time, the SFC 
‘was reputed to be dlfficut to develop for. Depending on haw 

you partitioned the Super Famicom's video RAM, which looked 
after the sorting of image information, the scope of possibilities 
‘would change wildly. Knowing that you could diminish the VRAM 
potential by poor partitioning was useful information, because it 


“The nap room wasn't being cleaned at 
all. One morning staff woke us up and 
told us that the room smelled like a zoo" 


meant we could think about how certain things could or couldn't 
be achieved, and how we could work around those limitations, 
‘As we were migrating from the Farnicorn to Super Famicom, 
really everyone ~ not just Nintendo but other developers 
too - seemed to be having fun testing the feature 
set of the new hardware. That went for us, too: 
remember often thinking, Oh, | had no idea we 
could even do this! The graphics and sound were 
fantastic, but we were still diven by wanting to Inat 
be outcone by the arcade garnes ofthe time” 

Toa ran, the developers supplied by intSys to work on Super 
fetroid were all programmers. n spite of the various backgrounds 
of the Super Metroid tear, there was apparently no NCL-IntSys 
rivalry, ne factions, just harmony and productive co-operation. Key 
team members from the Nintendo side included Makoto Kanoh, 
the producer, the guy who instigated the project; my interviewee, 
Yoshio Sakamoto, who was the director in charge of game designs 
and Tomorni Yamane, who was the figure Sakarnoto regards as 
having been the ‘main’ designer: "He was very skilled and was 
particulary interested in the hardware stuff consulting with the 
IntSys people as to what kind of images could be displayed” 

Even though the team’s objective was to build on the success 
of Metroid and Metroid i, only three ofthe original Metroid team, 
including Sakaroto himself, worked on Super Metroid: “The rest of 


The Making Of 


Series highlights 


Metroid: Zero Mission 
(GBA-2004) 


Zero Mision’ eteling ofthe f 

htwithita Fusion 
standard graphical uperade fy 
this stage Samus popularty in 
her homeland was atan a-time 
low, end unfortunatly sales didnt 
reach si igus in Japar 


Metroid Prime: Hunters 
(0s-2006) 

Developed by NST, Hunt 
‘games, wha multiplayer mode 
‘har fet morenatural than Echoes 


eae 


‘Metroid Prime 3: Corruption 
(wii-2007) 
The final releasein the Prime 
tilogy effectively trought the 
made Metraid experience 
oserin ine wth he FPS ger, 
combining Remote-directed 
ing ard eleriless action, 


Super Metroid 


trainee developers” he recalls, 


was made up of y 
“Of course young people can be quite impertinent - and those 
Super Metroid team certainly were — but | think that's quite 
important in a way. These young people had enough about them 
co help us alot, The rent personales in the Supe 
an, which was a good thing, twas a harsh developer 
eerwironrnent, so I sure that some of the staff didnt enjoy the 
work, but generally the tearn was full ofthe ‘Let’s go fori! spirit 
ink that was partly because ofthe timing as well, what with the 
Super Famicom pushing everything to the next level 

The ‘next level’ wasn 
and sound: itwas also a matter of the expansion and improvernent 
of level design, However, Sakarnoto and team were reluctant to 
make use of the 1g methods utilised by RPGs and other 
adventure games. ‘We really didn’t want to explain things to the 
player using too many words’ Sakamoto states, “We just wanted 
co let ther play and be able to work th 
For example, say there's a mechanism where you need to lirnbs 
pa ladder and place a bornb there in order to advance, as one 
component in the solution of a [gameplay riddle; if that was all you 
needed to do in order to get through to the next area, you'd miss 
all of the other mechanisms wed put in place and wouldn't even 


it merely the notion of advanced! graphics 


‘orytell 


Super Metroid 


realise that certain parts of the game existed. 
We wanted players to explore everything 
we'd made and then move on. That's whywe — | 
designed the maps in such a way that the player 
‘couldn't escape without exploration or in such a way that 
the player would end up back ata starting point before advancing, 
The player would be comered/driven and would eventually be 
forced to stop and say, Right, how should | think about this area?” 
That's the essential point of Super Metoic's rap design. Not using 
‘words meant that the player had to ‘fee!’ his/her way through 
the garne and that’s how wee wanted it to be, When they 
discovered something new — a new item or new location 
— we wanted the player to fee! that he/she had made that 
discovery independently, without help ftom the gare” 

R&DI went to great pains to achieve the fine balance seen, 
in Super Metroid's tern locations, puzzles, boss encounters, and 
in Samus’ acquired abilities and inventory use, It wasn't simply 
the case that everything fell nto position atthe frst atternpt at 
design either, as Sakamoto reveals: “in a stage following on from, 
‘an area where the player made lots of ciscoveres, we'd hold back 
frorn pushing the player too far in order to avoid repetition. Balance 
between difficulty level and player discovers was crucial We 


“We didn't want to explain things to the 
player. We wanted to let them be able to 


work things out for themselves” 

Developer highlights 
‘waned to avoid creating an on-rails expenence — we wanted the 
player to feel free. But it was incredibly difficult to get that balancing 
act right. Weld been designing levels in this way since the first gare, 
sowe had alot of experience but we stl needed to experiment 
and build and rebuild” 

As wellas being a Metroid debut for most ofthe tear, Super 
Metroid matked the Supe: Famicom debut forall concerned 
Naturally this step up presented sorne hurdles that even the advice 
of IntSys couln't equip the tearn to surmount, “One problem with 
the shift to the Super Famicom, 


karnoto say, "was thatit meant tenon) 


we suddenly needed a lat more sprites and artwork, so we shared = 
the map and enerny design responsibilities throughout the tear, 


Super Metroid 


‘good example ofthe Super 

Famicom nardware’s transparency 
ects, Prantoon a times 

appears to be an appartion 


this bose’ 


tingly powerful solid state, 
arate kes to launch endless, 
rounds ef flaming Blue arb, 


with everyone making some input in those areas. But then 
that esuited in a complete mishmash of styles because of each 
designer's individual preferen end | had to ask Yarnane 
to retouch everything that had been submitted, bringing it al 
vogether as one consist 
Rermarkably, there was no friction within the 
ding the frenzied last stage feloprnent, thou 
was something of a bad smell: ‘During the final six rnonths of 
development | dicin’t know where | lived ary more; the Nintendo 
Thisyelow-belied oversand building — not here, but the ole place [in Higashiyarnal - becare 
ocean is more than just Ikea boarding house for the Super Metroid tearm Sakamoto 
Piss emt ains, tt got tothe stage where | relly con't remember going 
hore at all There was a nap roorn where it was okay to sleep, 
bbut sometimes it was ful [of sleeping, overworked Super Metra 
staff] - those were the worst times, when | wanted to sleep but 
couldnt, and | didn’t have time to go horne! There were always 
avid shade of purple between ten and fifteen of usin the office through the night, so 
we had to take naps in tums. The nap room wasn't being clea 
of looked after a al, because we were ahvays using it; one morning 
staff from another area carne to wake us up and told us that the 
room smelled like a 200, Another Nintendo employee puta room 
freshener in the nap roar, but that only made the place pong every 


soin 


nt design” 


Super Metroid 


worse, Everyone in Nintendo gave us funny looks, Sakamoto laughs 
“W'S cuite sad having only these kinds of memories!” 

Our talk tums from nap room stench to the wrath of a Nintendo 
demigod: Gunpel Yoko! In his early 50s atthe time of Super Metoid's 
production, Yokoi was the game's general project manager but took 
a hands-off approach, Sakarnoto remembers how his superior viewed 
Super Metroid: "Yokor-san, who at the time was my section chief and 
who always had fresh ideas, was always angry when he saw us al 
completely absorbed and working crazy overtime on Super Metroid 
He came in and said, ‘Are you lot trying to produce a work of art or 
something? [Laughs] But this was an epic and we were already wi 
past our deacline, and it seemnedt we were getting progressively 
further from our objectives — Yoko-sen was becoming angrier with 
Us day by day during that period, We weren't aware of it, but Kanoh 
‘was given 2 waming by Yokoi-san. Although he was realy unhappy 
with us, and even though he wasn't the type to dish out praise, 
Yokoi-san was constantly playing Super Metroid once we'd finished 
ithe was hooked, He was playing it so much that | wondered what 
he was up to, [Laughs] When other developers brought their action 
ses to Nintendo, he'd always compare them with Super Metoid 
and invariably ended up recornmending that they ‘go away and play 
Super Metroid. That's how fond he was of our game. | suppose thisis 
a better memory than the s 

roomn anecdote, Sakamoto laughs. 
“Super Metroid was released in 94" 
he continues, “end development had 
taken between two and three years. 
don't know how it was perceived 
throughout the company, but 
timing was such that all 
teams were focused on put 
‘out lots of new SFC games, so there was 
obviously sore expectation that we 
deliver with Super Metroid We definitely 
had a lot of support and understanding of 
the game's concent fram people relatec with 
the project, and that helped to ensure that we 
did a good job” Which, as everyone who has 
played Super Metroid wil atest, isa monumental 
Understaternent indeed. 


lly nap, 
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The big bosses 


Ridley 
hhomage-in name alone, 
ious to Aen director 
Ridley Scott whose fim wasa 
‘major inspiration to the series, 
this senior Space Prate appears 
once atthe star of Super Metrod 
and again, na more power 
yet paradoxaly abo more 
vulnerable — ox towards the 
endofthe game 


Mother Brain 
“The enigmatc final bos of Super 
Metis essentaly alump of 
desclled brain, However, Mother 
Brain protects self with dynamic 
weapons andthe gass casing of 
arabe suit and wren that fl 
connects tothe neckof a bio- 
‘mechanical bodysut Afterwards 
Samus agar has to run for er 
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Classic moments. 


More Classic 
Wild Guns Moments 


Boom boom shake, 
shaketheroom 


Thelone gunmen 


Destruction corner 


Mode 7 Heaven 


foc refinement FZates gay, 
racing gets shown up 


‘ested moment fotSisering «Year 82 *Pbaerorar *Dewopertrhose 


The most vid Mode 7 scenes are often those 
ail of asuddé rick would material 
most. Capturing the slapstick nature of the cartoon per 
isa Fontrunner for the best Mode 7 moment ever, 


:onk us by surprise. Those moments weld be sat py 
2 from out of nowhere, hough this SNES port features 


pe 


“estMede7mement Thecayrangrins gine 
erie. Pahersgreot 
"Bedoper se 


There are many examples of Mode 7 
beina putto good use in Squares epic 
time traveling RPG Chrone Tigges but 
‘ou favourites the Jetbike mini-game 
found! inthe Beyond The Ruins future 
‘chapter While mostracing games 
use Mode 70 gererateito-the 
eat use ina 
side-on racing scenario athough the 
shoulder buttons allow you to orate 
the camera, hefun ans challenging 
mini-game proved so popu among 
fans that Square ater releases a 
standalone digital version forthe 
Sattelaview tiled Chrene Tigger Jet 
Be Speoal 


*esade mama hoping ie” Yar 9 “Perko Belper ou 


The foremost thing to remember 
about SNES Mede 7s hat ts powers 
neffecve on game spies. 
However. Made 7 can rotate and 
ase the sizeof background 
Images to gue the mpression eye 
anamatec to createa 


{aterm we've just na 
is befitting) Developers ae aso 
able 


step further bya 

‘moving pars made of spr 

mess with ourheads. Fortwo really 

amples ofthis technique 
kno 


epic ist stage of 
irs whic packed 


moments. The 
tums up m 


igh the game's 
cxground 


sprites. Simla the boc. neceand 
ad of the turtle boss that 
the end of he stage abo ss nthe 


background, while the bulats i fees 


* Year» Pabuaertonar Deeapers hue 


The nigntmare wotld of Casevea isthe perfect 
fr Mode 7 to 40s thing, ans Koran 
‘canbe seen in the game's map screens rotating 
slages, those coo) racking chancel on Stage S 
‘and even in some af ts more memorable basses 
‘nnd this brings us rather nicely to our Favourite Made 
7momentin the game the stone: 58 
oronet Fought al the end of stage feu, every me 
youhithim with the Vamp Kier shanks ins 
ses te sky ta hal stones. Tha is nti you 
ake that final bler blow and he expands to fillthe 


Mode 7 Heaven 


Run Saber 


{Developer 


ten dubbed as the Sup 
Nintendo Strider,owing to stating 
tw ithe plasma sword-waving 
heroes able to cling to walls anc 
do fancy somersaults, fun Saber 
is animtatve but entertain 
action game. M 


sed by de 


asavay to 
insert something memorable 


loos encounters, and thisis 


Run Saber fst 
le that takes place in the 
shy, you have to ight a csembocied 


biomechanical Medusa hea 


peratey toan Fd 


Demon's Crest 


“Denlopertroue 


ths ist purely 


thanks 
allowed you to ravigate and 


land on tin Potings Fashion to 


replay stages 


ActRaiser 


yon whe has played this unusual 
rackand ash amage wil 
realy utiles Mode 7 Yes i's justa spinring we 
{ras your attention For us though, the best Mode 
7 moment has tae when you e 
Sarting from high upin your 
yousee raspirl toward 
‘ap and komen onthe lve 


euldng 


Mode 7 Heaven 


Exhaust Heat 

tasted mament Png Yer 92 
“Pibihe ecopomon ¢ Devaaper hse 
Exhaust Heats avery cllerent racer 
tolNintendo's more famous Mode 
offerings is charm and speed are 
Stowe coming, with ts vacks (based 
‘on real cuts feating a bitemply by 
‘comparison and exhilarating racing 
‘only arving once youve enough 
money to upgrade your car But be 
patient, and youl nd that Exhaust 
Peatisa gretracer with some subtle 
sim elements. Wonderfully presented 
‘throughout, ou standout Mode 7 
moment occurs when you enter pit 
{andthe camera seamless rotses 10 
the sde of your car 


Super Soccer 


etade7 momen Ya 92 “Pub red“Sewdoperunsn iene 


While Super Tenn used Made 7 na suse way —it was used on is inte screen and asa way to ctl the camera around 
the cour when players waned ends, Super Soccer was much more bitantin ts usage The imaressive looking but fidgety 
feeling foal pitch certainly brought a few ssues;the acton feta tle sluggish twas aay easy to judge passes and 
tackles, and for ane half ofthe match you were running up pitch you couldn't actually see. However the jaunty graphics 
and unique pesspective sll won you over Super Soccer ist the greatest football gare, but certainly captures the fun 
nature ofthe spor. especialy in multiplayer 


00's"00 


Mode 7 Heaven, 


‘sepic 16-bit adventure to write 
this feature we were surprised to discover that there 
weren't as many instances of Mode 7 being utiised 
as we remember. i's mostly used inthe boss fights, 
hhereit can be 
you fight gay K 


the best example frlast though with a memorable 
final batle against Bowser that saw him d 
fireball, enemies and gi 


Robotnik-esque do 
king from hi 


players into finishing the fight 
rothing would...Well maybe the added sight of 

ing Princess Toadstool appear from ins 
device to do her damsebin-dstess bit 


Super Star Wars ~ The Empire Strikes Back 


+ Beto meman itests* Yer» Pairs» DenoperSibeed Sot 


an ene game. This 
the most fa 


Waker : > 
ther down by cableying th 
legs tagether and causing them tot 
‘over and ks the sro a 


f: 


‘ested momen orton Yer 985 + PbtsherCnn *Dewloperfscars 


“Super Tunican 2 realy puts the Super Nintendo thraugh ts paces. ough it 
{doesh’thave the Metroid feel of the 8b origina ts area showcase of fancy 
Super Nintendo vival effects, and provides no shortage of great Mode 7 
moments, Our choice picks include the giant Mode 7 Sarlacstyle worm boss 
that you have to fight rom inside ts gaping mouth, the supers robotic spider 
oss, andthe neat infothe screen racng/shooter sections. Developed by Factor 
5, who fs proeably mast well-known for the Star Wars Rogue Squackon series 

tendo games i's a truly fantastic shooter with visuals imagination ar 

that easly meet those high points of Conta 3, and Ch 

Huestoeck’s sounatrack stilt too. polsned an sensational hy 
a shame thet copies go for so much money these days, 


'sjust 


Mode 7 Heaven 


Wings 2: Aces High 


SetMede?mement Tarp Yet 92 Pbsberonca-Devlepe as 


Namco’ Wings2 Aces igh was set during WWI anc made 
‘great use of Mode 7 Psting a Wi plane, you have to 
Complete 2 series of bomnig nd dog ight missions that 
lid up to an aera batle withthe German Tap Gun the Red 
Baton, Made 7 i used here intwo different ways 10 create 
realstc 30 scroling ground effects as you't Ming through 
theair and on the bombing missions to zaom the camera 
towards the floor as your plane fes towers it. The ater is 
particularly successful asthe around looks crisper the closer 
youaretoit 


On The Ball 


ered 7 manent! ear}? Publier is Copeaten-Deapers nue 


F-Zero 


On JheBalis an on point SNES conversion of 
Tato’s superb 1989 arcade puzzle game Camety 
\fyeuleunfamilar wth i, your objective isto 
steer ball through aiabyrinth anc reach a goa 
before your time limit expires. As the game 
progresses, the mazes Become mare devilish 
asmore obstacles get thrown nto the ri, 
including blocks that knack seconds off your 
time you touch them, and trac ight gates 
that, wel ete suite you all now how rac 
lights work With your players rotating the maze 
rather than the ballin order 19 mave around, 
(On JheBaalwas prety much bul for Mode 
7-Thus t's superb and faithful conversion of 
the orginal game, and shough it could have 
benefited from being alte bt loners sill 
rust for puzle fans, 


While Feo may nat be them 
‘wing to show that its new console could easly handle an arcade style acer 
game then t certainly achieves its.]goa Said tobe loosely connected tothe 
obscure NES racer Mach ide, wich started fe asa plastic toy ike back 
when Nintendo wasa tey maker, Ze wasa perfect showcase fr what 

the Mode 7 could da. Nov only was F Zero launch game forthe console 


furtwasalso te fest ga 


its stunning pseudo 3D vacks, Allowing the acing 


1 deep racing experience, seen as Netendo 


utils Wiode 7 whic heres used to create 


tp feolincrediby fst and smooth asic wasnt 
pushing around cate tack an level designs 

~ somthing wrich has remained asoeed over 
deta halmark forthe sores, nothing touched itn 
terms of exiaration and vauals even let seme 
arcade games cating ts dust, 


Super Mare PGs packed with mini-games, but the 
Mode ? mine car section our favoutte ft serves 2s 
bth aneat dsvection and way to take you tot 
next secton ofthe adverture As the cer moves on 
ral (obvious, players have mushrooms 

and coins and jump any breaks nthe tack 
rire are also two Made 7 se-scroling 
sections that ad abit of extra varetyto the 
action too 


AestNede7 manent: p ye Year 
inthe ede: Denlaern one 


Hyruleis such big part of any Zelda adventure, so itseems 

ting that Nintendo wuld want ta da semathing special with 
the map scieen In ALnkTo The Pas, the Made 7 map plays 2 

‘ominent partin ts gameplay an story with players not only 
relying onitto get around the huge world but aso lowing 
ther to see the ul effects and aferences between it i 
and/darkincarnavons. The SNES incarnation af Hyrule sw 
‘doubt one ofthe mos iconic and fondly remembered game 
maps in history, 


Whichever way you cut it Alongs just wouldn't have 
been passile without Made 7-and har because 

hetet nt used to create fancy background 

effect boss or map, but in 

arene open feeling ward By No 

‘hoasing 0 base ts gameina 

‘Schoo! rather than the usual po-faced 

rltary scenario, it stowed that fight 

sims could be universally fun ane 

accessible An eal release forthe Sup 

Nintendo (twas launch tite fr the console nthe US and Europa 
Plotwings was unique, There was nothing reall ite iton the console 
market a the time, and it showed perhaps better than anyother SNES 
{game the immersive nd engaging proper 

table you removed Made 7 ram Pletwings then the screen would 
_asempty andaas black as space... ora beter metaphor notringnes. 
Plotwings, Mode 7 hardly ever sleeps Ws always in the background work 
‘away and showing off the impressive rotation and scaling effects hat it 
aah geneae Ral eras rol sresans Pchywige erin Ms 
7 The Videogame, 


CLASSIC MOMENTS 


Contra Ill: xz 
The Alien Wars 


It’s without doubt one of the greatest Super Nintendo 
games of all time, one of the best games in the Contra 
series, and also one of the finest run-and-gun games ever 


(Oh,and did we mention thatit’s one ofthe best _it on the hardest setting and see the game's 
games ever too? One of ourall-timefavourite ending, the action is relentless, the challenge 


titles, Contra lt The Alien Warsis a masterclass _high and the gameplay intense. Join us as we 
in game pacing, outrageous set pieces and run down the most iconic moments from this 
basically ust all-round great level design. From classic. The year is 2636, and Stuart Hunt is 

the very minute you start the game, to the helping two commandos, Sully and Jimbo, win 


Sweaty, jubilation-filled second you finally beat _—_an epic alien war... 


Contra Ill: The Alien Wars 


Whyit’saclassie 


Theor 
gun genre introduc 
«countless games adopted, [he follow. 
prot Contra offered adecent he 
‘of action, but they dat measure up to the 
‘orignal. Conte however marked a irk leap 
forward. twas everything you would expect 
from a Cenra game, bul with bigger weapon, 
Digger explosions, bigger bosses, anew pas 
‘apocalyplicseting anda motorcycle lev! Se 
piece afte set piece, the game was arour de 

ei desgn and special 
ed.asingle dy 


nal Contra resented he rur-ar 

many elements that 
ups 

ng 


Bestweapon 


Many fans will have thei favourlte weapon, 
Some love the laser. Others wil Ike the weaker 
but lovely spread gun, asit makes ling foes 
an absolute breeze. There are others who wil 
ike the lameshec 


cking 2 best weapon 
fa thandess endeavour and one we 
ed out of by vitue ef us going wth the 
om. right look ike a metal turnip, 
ace inca the game's atmosphere ane 
see the screen turn hazy ling grunts with ease 
and knocking 2 lage chunk off the energy of 
the game's bosses, 


With so many memorable moments in Conte 
picking just one was impossible As the 
‘opening stage fra great example of how tograb 
a teenager’ attention ane make them part with 
thay money, we had to menton it Within 
‘minutes youre gunning down aliens 
1095 hopping inca a tank o flatten 
aly al ofthe weapons inthe 


game, dodging aplane ast bombs the 
uring through the flaming runs whe raking 
‘outa wave of winged aliens ly facing off 


against a gant, bullet spewing al 
lone of the best opening lavls of any vider 


Classic Moments Contra Ill: The Alien Wars 


Besthoss 
The massive Terminator 


ete realy was only one boss we could highlight 
here. And typical af memorable 16-bit bosses 
is something that didn't exact er on the side 
‘of caution as far as copyright was concemedt 
he gant T-800-alke that rps through the levels 
wall athe end ofthe thd stages tcky one 
Fisu you se his claws pierce the wal, pling it 
apart as it was made of inf before seving 
his beaming red eyes glowing in the darkness 
Trelbeast ten emerges, fing lasers fram ts 
eyes, lobbing bores into the playing field and 
breathing fre too. The only thing t 

‘cle and shoot up a police sation 


‘Anotherbestlevel 
Motorcycle 


PED O30, 


‘Gyen that there are so many great action se 
had to give a mention to 


The motor 


another of ts fantasc 
Stage deserves a lookin, as its bas 
‘gant action sex place. The stage begins with 
the payer ase 2636 era Ducati blast 
fying alens before 3 lant frigate appears 
undercariage primed with heavy ordnance: 
Survive ths vicious gaurtlet and the ship takes 
tothe ait you chasing aftrit This leads onto 
the most insane bitin the entire game basting 
the ship's glowing ase while hopping between 
miles 


BestuseofMode7 
Arachnophobia 


Frorn the map in A Link Te The Pest 0 ps 
3D lice F-Zero and Petwings, the cream 
Super Nintendo games used the conso 
Mode 7 techngue to stow off th 
console, and Conta was no 
a great showcase of 
Iwas used to create dazzling explosions two 
top-down levels and ale several bosses. The 
frst Mode ? 20s sa large robotic spider thas 
scutlas along the floor before jumping into the 
air scaling bigger and fling the screen before 
dlsappearing, and then making a quick descent 
ina bid to cush Sully and mbo. 


power of the 


rsatility ofthe effect. 


Contra Ill: The Alien Wars 


Contra Ill armoury 


The cefauitwespon Aslaserdoased weapons do, ths 
inthegame.Its prety powerfuland fires aconcentated ine of powerful 
realy quite effective at aking out radaton t'shighly powerful but 
much thatthe game throws atyou. using trequtes a good aim 


Though the weakest Bluein clour these 
‘weapon inthe game the spread arethe most powerful weapons in the 
gun makesshortworkofenemies game They explode on contact, and 
attacking ftom cffrent heights, are really effectve against bosses, 


The flamethrower is Moderately 
‘neffective dose-quarters combat powerfulhoming misies wall hunt 
tool that is reat for taking down enemies down ts arealy effective 


bosses and eindering weak spots. weapon aganst the abore aliens, 


= 
| What the press said... 
ages ago 


Mean Machines 95% 
‘Anyone who doubis the 
ables ofthe Super NES 
Should take alookat this 

its unbelievable The 
‘graphics sounds, special 
effects and vaned highly 
addictive gameplay ae all 
absolutely outstanding. 


Standing alongside Gansta 
Heroes and Metal Sg, Contes 
li represents the pinnacle of 
run-and-aun gaming, and has 
stllyet tobe bettered Its an 


outstanding game. 
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| Super Mario World 


Super Mario World Ultimate Guide To. 


When Nintendo finally entered the 16-bit console race 
in November 1990, it was in the unfarniliar position of 
PP got reving to stakeits cain to market leadership against 
real competition, The company responded in typical 
. fashion, by launching the Super Famicorn with possibly the greatest 
| ‘one-two punch in videogame history. The turbo-charged Mode 
Tracer F-Zero offered plenty of substance, but its appeal hinged 
Con style and the lure ofthe unfarniiar. twas Nintendo's way of 
MAME lernonstrating technological superiority. On the other hand, Super 
Dario World defintely looked the part, but its mnain function w. 
provide substance and familiarity (in fact, the game bore the subtitle 
Super Mario Bros. 4 in Japar), With i, Nintendo intended to reaffirm 
ts position as the world’s leading developer of videogames — and it 
emphatically succeeded 
P To advance the gare past its superb predecessors, Nintendo 
assigned a mixture of veteran hands and new talent to develop 
Super Mario World Of the 15-strong tear that developed the 
game, nine were retutning from Super Mato Bros.3 and one hac 
previously worked on Super Mario Bros. 2, while the remaining 
five had ne prior credits and injected some fresh insight. 
he other major change was a new lead game di 
in this case Takashi Tezuka, who had previously 
served alongside Shigeru Miyamoto as an 
assistant cirector and later co-ditector. Miyarnoto 
himself remained on the developement tearn, but 
stepped back into the ess hands-on role of a producer 
‘As far as the basic game design is concerned, the team 
wisely deciced not to fx what wasn't broken, The block-based 
level designs are familar to anyone that has played a Mario game, 
and Mario's skils and abilties are largely drawn from Super Mario 
Bros. 3 albeit with a few tweaks. The variety of special forms was 
scaled back to Fite Mario and Caped Mario (a new forrn, but one 
functionally similar to Raccoon Maric), and Mario retained the ability 
to kick cariediterns but could not boot thern skyward. Other than 
that the portly plumber gained a new companion in the forrn of 
Yoshi, a dinosaur that will grant him @ ride and eat quite a few of 
enemies that stand in his way. 
‘The major innovation of Super Mario World was its structure. Super 
‘Mario Bros. had introduced the concent of mutiple stage exits with 
ts Warp Zones, and Super Maria Gros. 3 had introduced a world map 


wo 


tor 


ne 


Sewrftae Westra tm spes oun 


Super Mario World 


id did was to combine the tw 
jenever a stage had mare 


co the series 
Oncepts i 
than one exit there was usually a good reaser 
exit —at the very minimum it could lead to a secret stage, but it 
right aso lead to @ warp or even or Switch Palace 
stages. When completed, each of the four Switch Palaces activated 
appropriately coloured blocks throughout the game ~ you could 
Hl where they were meant to be thanks tot 
coloured outlines, Often they just made thin 
blocking off pits or providing extra platforms, but 
would be crucial 0 making progress 

In retrospect, Super Mario World is surprisingly econornical with 
its resources, given its status as a showcase game fora brand 
 garme's music as an example — Koji Kondo's, 
soundtrack makes excellent use of there and variation. When, 
you frst hear the overworid music, you get your first experience 
ofa melody that persists throughout the entirety ofthe game, 
forming the basis for almost every piece of action music from the 


‘at Super Mario Wo 


ex 


to seek that extra 


ofthe gam 


alitile easier 


sionally t 


new console. Take 
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Pixel perfect 
Your guide to the characters of Super Mario World. How many have 


Ultimate Guide To... 
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Super Mario World 


Underground and underwater stages to the 
castles and ghost houses. Likewise, while it's 

always visually enticing, Super Mario Worlds 

wealth ofleve's means that it inevitably reuses 

backgrounds anc objects frequently: What's 

mote, the game makes sparse use of the 

console's advanced graphical features —where 

other designers might be ternpted to design in 

such a way that highlights ther, transparency and Mode 7 scaling 
and rotation are only deployed where they make sense in the 
context of the game design. 

That's the real genius of Super Mario World, though —itis a 
textbook exarnple of a design tearn managing to make a lot froma 
litle, because fresh ideas are never in short supp\y. You can take the 
scenic route through the gare, taking in as many stages as possible 
con the way to the climactic fight with Bowser, and never encounter 
the contempt that repetition breeds, When you encounter a tense 
section in which you hop between roving platforms as buzzsaws 
hurtle towards you, that’s the only time itll happen, Even late in 
the game, youl ind new ideas, ike @ maze built ron overlapping 
layers of moving rock Those ideas which ate re-used, such as the 


ax BI) a) 


Same ote lrg. theylhanmer ishing dewrwctassetngthegrinabelow bare 


Super Mario World Ultimate Guide To... 


new puzzie-centric Ghost House stages, are presented in ways 
which leave each encounter feeling distinct. 

What's all the more surprising is that this level of creativity is 
found in the series’ fourth game Some of this innovation can be 
attributed to the power of the SNES allowing the designers to do 
things that had previously proven impossible, and the addition of 
a save battery certainly enabled the enormous, interconnected 
garme world to be realise, However, credit must aso go to the 
development team for breaking new ground when it would have 
been easy to just provide a sighty prettier version of what had 
gone before 

But Super Mario World was all the more special because it 
represented the end of an era, as the last traditional 2D Mario 
platformer to hita home console for many a year. Yoshi sland was 
a marked departure ftom the traditional Maro style, and Nintendo 
took its mascot into the world of 3D for his next major console a 
carne. By the time Mario's side-scroling adventures retuned in the Ewe Gane Boy hu 
[New Super Mario Bros. series, traditional pixel art and chiptunes had 
been left behind and things never quit felt the sarne. 

According to your votes, Super Mario Worlds the greatest feantemwat game desi. 
game ofall time. t's not hard to see why, because it comprises 
all the things about gaming that people love, Itlooks nice, 
sounds wonderful ands masterfully designed, offering players ney 
an experience that can be enjoyed in whichever way they prefer her eg 


Ifyou want depth and discovery, Super Maria World can give you Bonin: Aseoay youve 


Game Boy 
advantage 


Super Mario Werld aly 
harone non-emulted 
Iseertaniy interesting 


that. Ifyou want to make your way to the end as quickly as possible thuventepayou slate 
through brute force, thats allowed too. t represents familiarity as a tebe saved stan tine Ne 
sequel featuring one of the most recognisable characters not just, “ 

in garning, but in all of pop culture. However, as launch game, it ees ay eps 


also represents the thrill of new things — that unforgettable rush 
of excitement you experienced when you saw hardware 
doing things youd never thought possible, and the 
unbounded possibilties that presented thernselves in 
your ring asa result t's @ game that can be - and 
has been enjoyed by players of all ages, from all 
over the world. 

Shared nostalgia is what brings us 
together as reiro gamers, and according 
to youlat.no other game appea's quite 
so broadly as this one. All hall Matio~ 
the King Of Games. 
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Q&A: Robert Fennell 


Known online as GreenDeathflavor this speedrunner 
shares his insight on demolishing Mario's finest garne 


When did you first encounter 
‘Super Mario World, and what dit 
you make of it? 

My fist encounter with Super Mario 


Worle happened in 1992, when we gat 


a Super Nintendo and my siblings and 
| were paying in the lving room. | was a Mario kid - we 
had all ofthe Mario games, My best Maria memoryis 
when I was istin our house to beat Super Mario Bros. 


What's your fastest completion time for Super 
‘Mario World, and how did you achieve it? 

My fastest completion isin 9 minutes 47 secondls 
(4758). | acheived that in January 2015, breaking a 
tiebetween myself and drarnS5 when we beth had a 
personal best of exactly 94898, 

“The run was done using a altch in the game known 
as the ‘loud glitch: When Mario collects acoin that 
Yoshi is about to eat, t gets replaced by the next 
available spite inthis case, the Chargin’ Chuck Chargin’ 
Chucks have the ability to give power-ups when eaten. 
In 2014, twas discovered that you can eat a Chargin 
CChuickas small Mario and the game wil give you a 
Lakitu cloud. The Laktu cloud is useful because it can 
‘manipulate Bowser in the Bowser fight, making him 
stop instanly when t's moving of-sceen to the left 
‘This means you can complete the final battle up to a 
minute faster, 

In January finally gota solid run with a good 
Bowser battle which resulted in 2 new record which 


has stood for ten months now, but s beatable. The 
record could very well come down 2fullsecond or 
more with 2 perfect run, 


Why is Super Mario World such a good 
gamete speedrun? 

I believe t's a good game to speedrun 
‘because i's a relatively easy game to learn, 
Alot of levels are beatable by ust fying 


Super Mario World 


— 


en eda noth Sep maton at 


‘over them. There's aso a lot of variety with this gare: 
youre looking fora fast easy run you can do ary level 

If youte looking for something a bitlonger you can 

do no Star World, OF course, there's 96-Bxt where you 
beat every level in the game, You could even challenge 
yourself with the no cape category. 


What techniques are essential for any Super 
‘Mario World speedrunner to succeed? 
You should play through the game. bit to get used 10 
the game and is physics Then practice every level and 
watch videos to learn new strategies, New runners can 
find videos for every level on smwwikicom.| ike to use 
alot of visual and sound cues. thinkt’s important: 
find these cues for executing maves with tight input 
Windows. When you have ll the basics down you can 
begin to study and leam altches fyour goal isto get a 
fasttime. 
Ifyou really et inta SMW speedrunning and learn 
everything then its al about the grind, You cant get 
record overnight you need to put in alot of 
‘attempts, When | first started | had times of over 
‘eleven minutes. t took me about a year anda 
half before | gat worl record in my category, 
so patience's defintely required. 
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The shortest road 


Do you want to beat this dassc, but are pressed for ti 
Worry not — with this guide, youll have the game finis 


ay arab uty aha 
Putoope Weert 


Super Mario World 


0 would Mario be 


vat kind he dicint bring down a few behemoths on his travels? Here's a 


rogue's gallery ofthe miscreants he comes up against in Super Mario World 


This quartet ef fre-breathingwceratops 
platiorms 
th but wat 


nds atop a Mano spends most of his time running away fram these 
es, but the Big Boo resident in Donut 

use isan aggressive sot, Unie his compat 

of dsapoearing at vill and s 


wlneed to bump them from 

platforms, the ground beneath you will elsewhere, he's capa 

to give way Fyou cant ake outthe remaningbeasts, accompanied bya couple of regula Boos, You' need 

reed 0 hitch aide on thei carousel n order pickup Grae Blocs from bel 

12m off.Oh, and ifyou dering, Remor s at a Boo, but they only 
ine neh Nal froniman, Tent Recn hits shouls be enough ose 


Aer batting yout way through aay’ castle, yout Your me 
‘outer him atop a ting alaterm, feating ina sea of ally as hen wall and then uns 

© upitandanto the cling, Once he's up there yous 
keep moving constantly as he's going fo ty to Jun 
tonto you. When he eventually lands, turn the tables on 
clonmwards- so ideal, you wanto time your nits him and jump an his head Me biythe 
he's close to the edge andi ting down, Fre Maro makes easiest boss and 3 few hits wil see this him off without 
this fight walkover, nedentaly much of afuss 


ton up the wal 


ows isa deadly sumo contest 35 yOu 
push him into the molten rack while he te 


th fireball When you jumpon him 


Super Mario World 


a 
‘emmy f quite happy to Roy's fight is much ike the battle 
yourather than attack against Morton, but harder —the 


ementarly eme 
while employing 
real hrestsin ths fight 


Is much lke th 

lecays.Theonly _standingont 
te fireball 

lazly bouncing around the screen 

and the time limit athough the pipes 
make movernent slighty ricky. 


losing i making for 


ly ll you needed a few times and youll see him off 
emmy's head three timesand Incidentally Ludg boasts one ofthe 
1 defeat him, ow nor repeated boss template 


neo nly two unavoidable boss 
fghtsin the game, Bowser asa 
variety of atacks, Hell ryt rar you 

-_ wi his hing macrine ne dom 
freon you hel rl giant meta bas 


Lany fas borrow at you and he lob Mechakoopas 


wath the are-brained Lemmy, plato fom lagy at you. The latter are important to 
sulstguing the uneven ples or Up the lava fountain to spt up some _—beathim you need tala ther 
Second bouncing frebal -s9you ice deadly rebalst20, UseLany/s upwards ontop cf Bowser. After 


face areater reat ut 


horeater movement 
mobi Jump on her head, rice hot 


him and givehima couple ofits Peach wil ge youa 
‘mushioom. Then nseandl repeat! 
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RPG Heaven: 
The greatest SNES 
RPGs of all time 


The greatest SNES RPGs of all time 


leased 95 Pubs iced AL) Derlped bye 


Terranigmais something ofan odeity in the Super Nintendo 


PG library was ist released in 1995 in Japan under the 
ie Tench Sao, which trandates as The Creation of Heaven 
and Earth A year later t was localized by Ninterdo forthe 
PAL markets but somehow never saw a release in Ameria, 
This was extremly rare as most SNES RPGs made the into 
the US frst and only shana! ever made tia PAL. teenies, 
2 fac that explains wy Teranigma now commands ery 
high prices when bought onine 

Terranigmais an action RPS that tls the tary of Ark and 
has quest to resect Ife on Earth, tuses 2 top-down view 
and afaily smile, bur quite deep, ea-time combat system 
“Aras plenty of lies such as dashing. jumping. sina, 
‘guarding and an unusual magi system. For example you 
‘must nd Magiracks, which ae taken tothe magic shop to 
bbe tured into consumable spe. Once used, the soels turn 
back inte Magirack andl can be taken tothe shop again The 
game moves a quite apace, even Foran action-based RPG, 
‘Ais nstarly controllable an respands to commands on 
2 whim, making im ajoy to contro 

‘The meat of Tenanigma involves the resurection of 
Earth Once you complete the fist five tomer atthe start 
ofthe game, the continents ofthe wore are restored 
‘3nd Are vavels tothe mainland in arser to kickstart. 
life Yourfisctaskisto revive the plant Ife to enable 
rnalure to begin itsjourney Arkcan converse 
wath the plants and they will ide you to revive 
the animals and then eventually mankind. Ths 


predominantly achieved by traveling to various parts ofthe 

‘World to complete dungeons, gain items and tigger the 

ultude of tory events, 

The reason Teranigma's so good, though is down 

ro exert execution of vaious elements by developers 

‘Quintet. lt manages otell a wonderfully moving story 

and mixin plenty of orginal elements within the genre 

For example, once you revive mankind, you ae asked 

wth building the economies ofthe continents by helping 

residents make discoveries and then introducing them to 

diferent cultures. The plots quite unique because you play 

2 large portion ofthe garme with no real enemy. Normally 

‘in RPGs thers. defining evil ftom the very beginning of 

the game, bu not so with Trangia which unraves with 2 

level a skil nt sean in many console games ofthe ti I's 

filed with deception regret. love, eligon end scence and 

told with excelent pacing Teranigma aso features superb 

Graphics that vary from dank, desolate landscapes to wibrant 

|ungies. The animation s excellent, character designs re 

‘atvactiveand the boss fights are impressive The musics 

1850 superb, one ofthe best soundacks ofthe generation 

for sure Were praying the game gets 2 Vitual Console 
release so ttcan be enjyes by those who missed 
athe fist time around. This is prozaly the mast 
ancpated game onthe service now EarthBound has 


despite commanding high pcos s worth a place i 
any SNES owner's colecton 
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Soul Blazer 
“Ales 9+ abbey i Delaney Ore, 


Seen as the 
feaxures both ilsion OF 
Blaer's an action APG based aroun 


rdas an entry lve! 
efor beng 

themed game released in 

though was aspin-ofrather 


‘optional batle arenas for leveling 
Items, weapons and enemies tsa sy 
enjoyable experience 
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Suetor in almost every way tots predecessor, 
{Capcomis Bath of Frelis another qualty SNES 
RPG. The majority ofthe games viewes froma 
Uractonal top-down perspective, but battles are 
Viewed fom an isometric viewpoint that features 
fantastic sprites and glorious special effects, 
‘Combats tur-cased and feaures radar 
battles, but the pace remains fast enough to avoid 
frustration, Centtng around now seres-staple 
‘characters Ayuand Nina Ry has the abity 12 
transform into a cragon which sone ofthe most, 
inceresting pars of tre game Despite a sugaish 
start and eccasionaly fy translation, Breath of ire 
I picks up pace to evolve ncaa truly great RPG, 


Ralesed 995 Pulibey gare Denopady at 


Released only in Japanin 1995, Front Mision sil 
managed to gain acult following in the West and 
was finaly released inan offal translated form 
In North Amenca curing 2007 on Nintendo's 5, 
“The gar can RPG of tactical nature with near 
‘game progression and 3 deep, entertaining plot 
Setin 2050 and revlving around the colonisation 
fof aficitious sland the Pace Ocean, rent 
Mision te tale that's asirrguing as fresh, 
Tre battle syste is most inthe usu! tactical 
‘mould however whan attack are performed, he 
game cuts toa close-up ofthe target in question 
for some spectacular sual effects 


ase 0 Pabhady Ned ak 
+ Devdepey tet 
Despite berg another action BPG, luion OFTine 
is quitea diferent beast to mary sirmla games. 
Eschewina mary staples of the genre such as 
‘experience points, currency or eauipment aon OF 
Time centres around Wil ana his alter egos na plot 
‘to uncover the secre af the Tower of fabal After 
adventuring to the Tower wih his fate caster 
stries and Wil etums tothe vilage alone with ro 
recollections of what happened The game begins 
earnest when Wil gains the ably to rake his fist, 
;wo transformations His power can he creased 
by collecting jewels dropped by enemies, but this 
unique sl ean only be done ance per room, 


RPG Heaven The greatest SNES RPGs of all time 


Secret of Evermore 
Reese 35 Pubbedy Sa." Dewloped byes 


Ogre Battle 
Role 9 ahd Devoe sek 


ofthe mest important things about 


“It features a tarot card 
system that can be used 
to add certain effects at 
various times" 
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This epic RPG was developed by Squatesoft and featured = 
hadifans ofthe genre slvating Hronobu 
of 


ator of Fi 
long-term val Enos Dragon Quest and Akira Teryama, art 
Bragon BllZ and Dragan Quest, were al lead designers 
‘onthe project Thisled to Crone rigger assy 


Fantasy; Yl Hori ce 


‘iopated by Japanese and Western RPG fans alke Wate 
pleased to say ths masterpece delivered on all counts The 
firstthing you notice about the games the very Dagon Ball 
Zesty at t's string cornpares to the sombre styl 
Final Fareny Characters have wild sty ha, colours are 
viel but retan a east style that sits somewnere betwe 
‘other popular Squaresoft game 

On the surface, er seems ke ay’ 
Japanese RPG, howe ians several mpor 
innovations that se itapar from them, The fist ofthese 
§ the complete elimination of random oattles and the 


separate atte pin Enemies ae isle all times, 0 
‘nice you come into contact with one the bat 
plays out o screen, rather than cutting fo abate 
sap. Thishelps to net only avoid the frustration of random 
‘encounters, but alsa allows the evel ofimimerson into the 
work to re the ning change of scenery 

The next majr innovation iis mary mule en 
Chrono Tigger features ro fewer than Vs diferent endings 
to discover, many of them accessible thro. 
‘New Game Plus feature thats now sa 
today’s games 

Throughout the game, lead characte 
37055 various time zanes ranging from 6500 
230040, This gave the develope's a 
very diverse and interesting locations, ranging fora the 
inosaur infested forests ofthe past to the mafunctioning 
domes af the future. The story satis excellent with 
intriguing enemies, genuinely heart fet moments and 3 


Tigger sa masterpiece 
‘game design and ithasnt 
agedatalsince twas 
fist released in 1995 
‘Anyone with even a 
passing nerestin the 
gerve should check 
{out mmedately 

Just be avare tat 
asalitve onthe 
pricey side 
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Super aio RPG 2 lana tie many afferent 
‘ways.On the ane mand! asa stunning colateration 
‘between Nintendo and Square, but ont 
‘twas one ofthe last Square-developed 


ew player 
ves players 3 
per ideas that 


forming an Gis 
a fast paced, absorbing adventure, which Sincresibly 
accessible to even the most novice of §PS fans. Visually 
the game looks 22-bit ast features silar 

to Donkey Kong Country and a distincive 2D Isometric viewpoint The musics suitably twee but never an 
asexnected fom now industry legend, Yoko Shimomura theres one thing that Super Mario RPG does so welt’ that 
highlights Squaresof ins primeand how big aca! it fal los the talented developer to Sory, 


*halesed 97 Pedy saa ba 
* Denlopedby len Sfoe 
‘One of the most unique tiles on the SNES, 
“Shadonun combines action RPG style gameplay 
wth elements of the poine-ancecick gente that 
was popular on compaters atthe time, Setin the 
{o0- distant future your takes Jake Armitage 
isto rack down your msing identity and find 
persan that wants you dad, The cyoerpunk 
setting feels very fresh onthe console, the 
somerc visual style nicely detaleg while the 
muses sutably matches and wel composed 
Piecing together the plats ahuge'y competing 
experience, while aking toNPCS opens up new 
Corwersatiena opportunities help you theeugh 
‘thismore adult Super Nintendo 
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helene 23+ Pedy Search *Dendepedby hoe 


Secret Oflana's a hugely popular action RPG and for good 
reason. Squaresots game features sumptuous graphics, 
incredible music anda stunning three-player made that 
instantly made stand agart for other APCs ofthe time 
Frist releasedin 1998 and follow up tothe Game Boy 
classic Mystic Quest, Secret OfMMana captivated auctences 
fiom the getga italsa ample story ofa young boy who 
iscavers 2 mysterious swore that he pulls Arthur, fram 
solid stane Ittums out that Mana, he lifeblood ofthe la, 
‘sbeing drained by the enemy in crder to control the wer 
leaving the hero to enerjse te fling Mana Sere and 
hopeful restore balance tothe land Visually Secet Of Mana 
$s stunning. with some ofthe best suas to be seen on a 
16-bt system at the time, Locations ae diverse a 
fiom desert plateaus, busting vilages and evergreen forest, 
with Uppetiand eeirga stardoutlocaton as you Iteraly 
wak through the forest asthe seasons chang from on 
tothenext Sencally the gare doesn't dsappoint ether, 


RPG Heaven 


The music inthe opering sequence stll one ofthe most 
stunning in gaming, even today. Using samples pipes bass 
and varous synthessee sounds among others, Secret Of 
Mand’s soundhrack's verse, cften besurful yet dark and 
dramatic when itneeds tobe. At its cor, 's an action RPG 
featurng character lev’, levels anc magic levels, 
‘Bight weapons are aval tothe player, hich can be 
upgraded throughout the adventure 
Magic too comesin eight forms and covers a variety 
cf tradtianal elements, The biggest ae of the gare, 
‘howeves that canbe played by upto ree players 
using 2 mutizep.This's something thst has avey been 
done since, which Isdisappointing, as tcompletely takes 
ry experence and ivens it up immensely 
‘dowrside, when in single player he A can causea 
‘ees minarssues although its Sehaviour can be adjusted 
Utimatey though, Secer Oftana is another classic BPG for 
Nintendo's 16-bit console 
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EarthBound i certainly ne ofthe mos intresting 
tiles fr the Super Nintendo. On the surface it 
appears to be fay simplistic but te more time 
spent wth it the more you ease just vy unique 
‘actualy’. In fact theres nothing ebe quite 
ce Won ary 16 Seti modern-day 
‘America, EarthBoundis 3 apanese ake onthe 
“America” ifestye with ofter-hiarious results 
tells the story of Ness and his lends and their 
adventure to defeat the evil Giygas, the lea 
analen invasion on planet Earth. The araphics 
havea simple but exremely charming stylet 
them coming across ike acute Saturday moming 
inapseudo. 


cartoon The word itselfis presente 


system's 


soentersining Despite a fay slow pace, Earthcundis an increlbly charming and wacky 
‘le, meaning youl no longer have to shel out ever £50 


‘through t's naw aval on Virtual Cé 


et alee 6 


eS 


1 
HAT 


i 


Hi 


rs 


7 


ao 


syle and is completely seamless fern one lacation tothe next - vey uncammen within the actual genre. The fighting 
reraly standard but the actions of characters during fights willeave players grinning from eto ear as theyre 


that deserves tobe played 
forthe orginal game 


Fadia 25: 


lubed gee Delpedbyntse 


Despite never being released outside of lapan, 
Seiten Densetsu 3 has bull up a huge following over 
the years, with mary fans that are stl desperate for 
an official trarslation, There are many reasons for 
this, but the most covious aeits graphics, which 
are achingly beautiful and easiy se alongside some 
ofthe best 22-120 FPGs, 

Like ts predecessor, Seaet Oana, een 
Densetsu3 san action RPG with deep combat and 
armultplyer option although i only suppots 
‘players. packed with many unique features, 
hewever including a branching 
story ar, absolutely huge bosses 
anda day-and-night cycle with 
teach day based onan cement 
thataffects magicasa 
result Unfortunately, 

Densetsu 3 never made ito, 
the West because of afew 
technical probiens in 
but 
ranslated 

by fans ands fly 
playable in Enash, 
although sourcr 
Japanese copy i 
worth doing 
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Leading up to the release of Vy Squaresoft 
was ouiing a massive reputation in the R°G scene En 
ppopularin Japan 
nly marked a shit 
in Square's favour twas simply an astonishing package, 
which was wonderfuly ambibous with ts storyeling 
lark themes, Couple this wth glorous visuals and 3 
scaly acclaimed soundtrack and t's no wonder Fina 
Fantasy Mis often heralded asthe best game inthe sees 
bby Amarcan and Japanese auciences. The plot quite 
datkartat times even depressing, s you work your way 
through the many areas of the game, meeting hundreds of 
interesting characters along the way. The cera ch 
ofthe sty sa young gil called Tera. When you fst mest 
her she has been brarashedby the evi empire and is 
edin attack Espes (magical be 
them out. Once fee ofthe empire Tera goes on 
veryto find out where she's fom and 
the way some 
nadow the 


acter 


absolutey magnifient ch 
ina with his trusty canines 


TY 


king OF Figaro, who hasan eyefor the 
ladies, Utes whois apparently 


one other tara cour jester 
Kafka ams to defeat the 
spent 


lesthe duty of 
the player to stop 
him Along the 
way. themes of ove, 
regret isolation, desoeration 


‘careuly explored Squaresoft 
aid an excellent job with such adeep plot and t stl 

impresses today. Pot aside, Final Fantasy pays out much 
lke vastional Japanese RPG with active turn-tased com 


and many others 


met 


CLASSIC MOMENTS 


The Legend Of The Mystical Ninja 


Whyit’saclassic 


Easy the best aspact ofthe Legend OF The 
‘Mystical ina isthe sheer amount of vaiety that 
Konami manages to cram in Bursting atthe 
sears with character and divert the second 
you boot the game you are arated by wacky 
ang humorous enemies and owes, world 
brmmming vt things to dscoverand varus 
litlernogs to other Konami franchises You cant 
help but getimmersed in the word, Wie the 
sme can aditiedly be a sow burn 0 
ih hiss argey ue tothe gare throw 
uch at you so quick. Once you sett into te 
game you cant help but be captivated, 


How de 


itplay? 


The basc gameplay of Mjstical Ninja is ddd 
into wo sections. The st section ofeach stage 
is teminscent of ties Ike Jack he Nipper and 
Breryones A Waly and takes ts cues rar the NES 
series Set inside various hamlets, full ofquirey 
and ten bare enemies, these sections show 
offthe amount ofeffor that Konami put 
the game The second sections are mere tical 
side scroling platformer bits with tricky jump: 
sequences, imaginative level and alarge array 
‘of enemies and bosses to duff up. The conerast 
jes works wel to offer a platform 
more character than is pees 


Bestmechanic 


Fist introduced in Ganbare daemon 2en the 
Famicom, one ofthe best element ef Mystical 
inj was the fact that twa players could play 
through the game together as Goeman ang his 
‘odd sidekick Eosumaru, named Kid Ving and Dr 
Yang respectively in the West, Save for signature 
weapons the differences between the two are 
‘nominal, ut the co-op mode does have ts 
benefits The characters can ride on each other's 
backs, allowing ane to focus on attacking walle 
the atner moves. While this may sound Ittle 
avekwod, it makes negotiating the wickler 
platform sections inthe game a tie bit easier, 


The Legend Of The Mystical Ninja 


Besthoss 


There are plenty of memorable encHevel basses 
inthe game. so picking ane wasnt ens. inthe 

lend, we went wit this thing a chubby samurai 
3 ear thal changes iio 2 gant floating head 


that looks ike Gordon Brown made upto look 
ike 2 gesha gi. Admittedly, we picked tis boss 
centitely for that reason Fyoute looking fora 


rate senile mative rom us then we abo ike 
the way that whenever you hit this thing It grows 
ntl t envelop the ene screen, ke sornething 
from a Roald Dah story. makes your job hitting 
easier but avoiding getting smothered bys 


harder 


dtling sme sm 


° Standout moment 
POL OFSO |=) 


on 


fhe best pest amount o 

re sto see-and doin the town sections. 
place bet on ahorserace, partake ina 
ui show, explore some cavernous 3D mazes, 
cor even pla some mini-games, including a one 
level version of Konami's dassc shooter G 
ilerarely necessary to actualy go exploring 
Insc the tows — nal othe stages bar one 
ifwe remember ight you can dash though 
these sections to reach the platfarm bits ~ these 
asides ara great way to replerish health stock 
Uuponlives or simply take a much-needed break 
frome 


Best power-up 


‘00k out forthe ore kitten st 
randomly ctopped by enemies, as they power 
Lup your weapons. Ying bonks his enemies on 
the noggin using a smoking pipe, while Y 


ges his ute. Te fst phase wil 

reach, and thes 
transform them into ayo-yo f 
flower for Yang. As well as th, each character 
can also use the money they find asa proecile 
Weapon ~ a neat feature - and several diferent 

rging from temporary fight 

's multiple enemies 


Hering you abet 


The Legend Of The Mystical Ninja 


The evolution 
of Goemon 


Mr Goemon, Areade, 1986 
Forhis arcade 
debut, 
otgivaly 
Goemon's 
laktook eves 
from tasitonal 
Ukyoe 
paintings The 
‘game wasa 

‘quirky sde-scroling run-and jure 

game that played simi tothe 

platform sections in The Legend The 

Mystical Nye 


Ganbare Goemon 2, 
Famicom, 1988 


The Famicam 
sequel which was 
the fist to ntoduce 
the co-op mode 
ana Ebisu, 
opted to make 
a character in the 

mic stp Peanuts 


wth 3 change 
of haste that he would keepin 
subsequent expiots 


Ganbare Goemon 2, SNES, 1993 


The Goemon 
spite in the 
SNES flow 
vptothe 

nal dd 
realy deviate 


theorginal 
The only notable differences that 
the sprite looks more derailed, slahty 
<chunker and has skier na 


Ganbare Geemon, Famicom, 1986 


Goemon's 
fstconsole 
release the 
kyo 
was dropped 

thought 
thegame’s 
fayourof amare arime-lodking 
cartoon sprite We tink the white 
parts inhis eyes maybe make tim 
lookalitte angry though 


Legend Of The Mystical Ninja, 
SNES, 1991 
The ak 
the Super 
Nintendo 
allowed 
Konamito 
breathe more 
persanaity 
into the 
character Ths the frst incarnation of 
‘Goemaon wih his blue tinted har an 
red and yelow out 


Ganbare Goemon: Shin Sedai 

‘Shuumei, PlayStation, 2001 
Aseresreboot 
of sons, this 
PraySeation game 
remagried the 
‘Goemon wold by 
setung inthe 
clstanc future and 
goingall Crogan 
Balin thelooks 
department har 
andl 


Classic Moments. 


|What the press said... 
agesago 


Mean Machines 
“The panese excel at 
producing cutesystle 
games and Goeron must 
Tarkas ae ofthe nest 
examples yet wi balan 

| spitesandvaiedbackroos* 


| What we think 


Mystical Ninja hast lost any 
of es charm, Actualy, we 
found returina tothe game 
as enjoyable an experience 

as when we fist discovered 
imany moons ago The 
‘graphics stl look great, the 
‘musicis stil oe tappinaly 
catchy and the humour stil 
funny A timeless classic, then. 


Kart....... 


Da you remember Made 7 from back 
in the day? Anyone wha owned a SNES 
should, since it was one of the hoster 
gaming buzz-phrases along with "16 

‘parallax groping’ and 
red joysticks’ Well, depending 
‘on where you lived, The above examples Im told were 
popular in Swedish SNES magazines 

Mode 7 wowed us with pseudo-3D japery but in 
reality it was ttle more than a massive lat image being 
rotated, panned and zoomedt close up the imagery 
became a deranged mass of blocky pels - we can't 
even bring our eyes to look upon Pllotwings anymore, 
for fear of sullying our memories. But hark, pad junkies, 
for there are some Mode 7 games which can stil 
vate despite their archaic means of splay. 

“The racing genre was well served by Mode 7, with 
‘wo excellent examples, The first was FZeva a futuristic 
racer which focused on driving sil and straight-line 
racing, which is regarded asa classic It was minimalist 
Indesign, uncluttered and refined, but it lacked a 
‘wo player made Two years later Nincendl released 
Super Maria Kar, the complete antithesis to FZer 
it represented the other side o the racing coin and 
balanced things our nicely 

Sik featured more intense and frenetic racing:it had 
shortcuts, sudcen crashes, wild wacky weapons, and 
a roster of Nintendo characters. Iralso 
kickstarted the kart racer sub-genre, 
binging itto the masses and making 
them lave it.The one-player made 
was excellent and provided a great 
challenge, but the real draw was the 
game's two-player modes: Grand Prix 
co-op, standard racing, or the ultimate 
destrayer of friendships, Batle Mode! 
How can anyone claim to have been 2 
SSNES gamer ftheyd never experienced 
this magical rive of passage? 
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Super Star Wars trilogy The Making Of 


Super Star 
Wars trilogy 


Cast your mind 
and Seg 
Mr. Lucas had given us a mete three instalments of his interstellar 
ne bona fide sc+fi classics Stor Wars and The 
Back, and anott with Ewoks. Released in 1992, 
Wars was a state-of the-art mix of platform action and 3D 
s, culminating in the famous X-Wing trench 
— arguably the best interact ise had yet 
seen It became an ace in the sleeve for Nintendo's bat 
ind a future benchmark for action games on th 
I started working at Lucasfilm Games in 1988 as a designer/ 
programmer" recalls Kalani teicher, producer and lead designer of 
the Super Star Wors tiogy. “At the time they were trying to expand 
into the European markets and looking for sorneone who was 
fluent in German. fitted the bill and they hired me irmmnediately My 
first project was Zak McKracken And The Alien Mindbenders with 
lead designer David Fox. As we were finishing the garne | 
working on porting and localising ll ofthe story garnes such as 
‘Maniac Mansion and india 
European languages on a varity of platforms” After building up 
1d managing LucasArts’ locals 
fograrnming stint on Brian Moriarty’ Lorn Kalani f 
n many working at th 


back toa time not so long ago when the SNES 


movie ju 
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ru ince the fra 
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Super Star Wars trilogy 


"Lucasfitn was very focused on the PC platforms, such as the IBM, 
Mac, Amiga and Atat ST’ explains Kalani, A bunch of u 
work on console games and a handful of thern wanted to work on 
Star Wars, including mysel. Basicaly we asked our manager, Steve 
Arnold, Why aren't we on console, and why aren't we developing 
Star Wars garnes fori?" He replied, ‘Do you guys want 10 doit? 
Go fori! And off we went building @ Star Wars game for console 
Kalani teamed up with Utah-based develoner Sculptured Software, 
producing Star Wars for the NES, a game based on the plot of the 
first rnovie which became a template for the later SNES ttle andits 
sequels, SuperStar Wars: Empire Strikes Back and Return OFThe Jed 
The relationship with Sculotured would remain forall three garnes, 
‘My vision was to cteate the ist trilogy on a single platform for 
our fans’ Kalani tells us. “We were slightly behind the curve getting 
onto the SNES, though in the end we pulled off the release of each 
game from the trilogy back-to-back, year after year, which tn very 
proud of” As an avid gamer himself, Kalani demonstrates admirable 
titles that inspired his first SNES project." 
was a big fan of platform gamnes and side-serollers” he says. “Cont, 
Super Castlevania, Turican and Mega Man on SNES were my favourite 
games. | was aso playing the Willow arcade garne, which inspired 
re to push the visual quality on the SNES above other games. 
wanted it to be as good a side-scroler as Cor 
the visual quality of arcade games such as Villow or Steet Fighter, 
and vehicle garneplay using Mode 7 as seen in F 


wanted t 


1a or Castlevania, with 
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Mode 7, the SNES unique and much-touted graphics made, 
allowed for the rapid manipulation and scaling of a background 
Tandscape: the first instance in Super Star Wars being the early 
landspeeder stage, as Luke travels towards a Sanderawler 
encountering a bunch of really annoying Jawas, Though primitive 
by modem standards, the use of this technique made recreating 
seminal vehicular Star Wars moments possible in a way that wowed 
gamers ofthe time, Later series highlights would include the Hoth 
Snowspeeder vs. APAT battles of Super Empite Strikes Back, and the 
tipping dash of the Millennium Falcon through the bowels of the ae oe | 
Unfinished Death Star Mk Il in Super Retutn Of The Jed ties 

“I wanted to alow players to interact with the'r favourite Star Wars 
vehicles in thid or first-person perspective, and experience the 
aif ey seen in the movies, says Kalani “You right, 
say we were the fist to combine genres of side-scroler and third 
first-person vehicle combat for the SNES. | cidrt want to utilise the 
vehicles in a side-scrolling or top-down fashion. I wanted the player 
to fee! lke they were in the vehicle racing across the desert or 
through the galaxy" 

The ser cd in recreating the atmospt 
the fils remarkably well from the opening text crawl 
over Tatooine in Super Star Wars, to the Lucas-esque 
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Super Star Wars trilogy 


screen wipes and imposing teneition of John Willams’ score. Each 
game closely follows the piot of the relevant fim, transitioning 
‘through platform sections with memorable bosses lke the Sariace 
Pit Monster, Boba Fett, and the Rancor, and interspersed with story- 
progressing cut-scenes, With rich characters, creatures and vehicles 
‘to draw on frorn the films, the team took pride in atternpting to 
present an authentic Star Wars console experience. "| jooked at every 
aspect of the movie in detall wth the team and pointed out the 
erwironments and characters | wanted in the garne says Kalani 

"We used reference materials and photos frorn Lucasfilm’s photo 
Ibrary and took reference pictures of the actual movie models from 
the Lucas Archives. Everybody on the team was a hardcore Star Wars 
fan. | was also producing the X Wing game at the same tine, which 
added even more extensive research of every spacecraft and ship 


“We were the first to combine genres 
of side-scroller and third/first-person 
vehicle-combat for the SNES" 


in the gare. Iwas heaviy entrenched in getting the authenticity of 
the Star Wars universe into these games” 

“Trough from the beginning | wanted to reel the story ofthe 
rmovies in an interactive fashion” he continues, also knew, being the 
Star Wars geek myself that | wanted to bring in elements that never 
were explained or expanded upon in the movies, especialy areas or 
characters that were mentioned briefly in the fins, such as fighting 
the Star Wars chess monster as @ boss in the Cantina” Kalaniis quick 
to praise what he deserves asthe “terfic relationship” between 
Lucastim and Sculpturee Sofware over the course ofthe three 
garmes. "We were in control of al creative aspects ofthe garne such 
a5 garne design art and animation, and Sculptured was responsible 
for coding the game’ he explains. “Sculptured had a great engine, 
tools and development kits that alowed us to rapicly create levels and 
character animation [Lead prograrrmmetl Peter Ward at Sculptured 
\was an incredible engineer and a true Star Wars fan. | had such a blast 
working with hitn nity I created a design document outining all 
specication and progression ofthe levels, characters and vehicles 
from the fist to ast level. We then did storyboards for the plat 
progression, cinematics and story panels. My concept and art lead 


Super Star Wars trilogy 


Harrison Fong storyboarded a lt ofthern, which we then passed on 
to the tear and converted it into digital artwork” 

In the original Super Star Wars, one of the early stand-out platform 
stages involves Luke making his way to the top of a Sandcrawler 
brimming with hostile turrets and pesky Jawas. “We did several 
iterations on the Sancicrawler and wanted to rake the player feel 
lke they were climbing up a huge vehicle and that the level was 
moving as you are jumping from platform to platform, "says Kalani 
Later stages give players an opportunity to control alternate heroes, 
such as Chewbacca in the Cantina stage, or Han Solo taking on 
hordes of stormtroopers en route to the Falcon in Mos Esley. A ride 
in Han's iconic galactic rustbucket, a daring rescue, and a brush with 
a trash compacter later the famous Death Star run awaits you. "We 
knew from the start that we had to have ths evel, and this was the 
climax of the game’ says Kalani of the famous X Wing sequence. it 
had to ive up to the ther-in-the-arcades Star Wars garne trench run, 
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The Making Of Super Star Wars trilogy 


The SNES and its Mode 7 feature were perfect for this and alowed 
Us to give the player an incredible climactic moment” 
Working with Mode 7 proved a mixture of trial and error 
(on Super Star Wars "it was our first atternpt to utlse Mode 
7 in a different way than other garnes;”Kslani explains. “The 
landspeeder stage had to shaw progression, moving across 
a desert towards the mountains in the distance, t was a fine 
balance of sprite usage for the terrain, enemy characters and 
distant parallaxing of the mountain range. We had to take that 
one step further with the X-Wing level, flying across the surface 
ee and then down the trench allowing the player to be able to 
move anywhere in space. And lastly integrating the Milleniurn 
Critical reception Falcon took several iterations. Its such @ unique ship that we 
atte garing re fairly quickly ran out of sprites/tiles. We had to pull off every trick 
we had in the book for those sections” An interesting note Kalani 
offers is that the atmospheric section set inside the Death Star 
neatly didn't make it into the game. “That level was dificult to 
pull off and barely avoided the chopping block,’ he remembers. 
“remember contemplating many times cutting it, but l arn glad 
that we found a way to make it work and keep it in the game” 
For the sequels, Lucastlim and Sculptured continued to 
refine their game engine, packing in more content and visual 
advancements with the help of increased cartridge capacities. The 
finale, Syper Return ofthe Jedi, was the largest; its 16-Megabit cart 
was twice the sizeof the original Super Star Wars, But the desire 
to innovate was not without its share of technical difficulties. "We 
were constantly pushing the SNES and adding as much content 
as possible from the Star Wars universe from one game to ancther, 
challenging and trying to outdo ourselves each time. In Super Empire 
hiyase hoses Gr the most challenging parts were of course the AT-AT /snowspeeder 
comic, one brilliant levels and the Millennium Falcon, These are iconic vehicles that 
PC game (XW needed to behave and fee! lke they aid in the movie. 
and this, not on! ‘For the ATAT sequence, using Mode 7 for such a big vehicle was 
the jane difficult. We were definitely pushing the capabilities of the SNES 
on the SNES, but a hardware, The cable release and ciciing of the snowspeeder was 
Feal conan tor incredibly hard. We spent many long hours refining the gameplay 
to make it work. And in Super Je the speeder bike scene and final 
flight through the inside of the Death Ster wasn't easy. For the 
speeder bike chase the most difficult part was creating believable 
trees moving past at high speeds. Because of the difficulty | 


fight now, bringing 
with it ots of good 


best flr 


sequel 
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nemies. The 
from game, meaning the 
missed by the notso prudent Jed.” 


of a characte in adding in Super Empire and 
For Super Empi Back the platform stages on Hoth 
added an extra dimen: culty due to the si 


econo he coc enum an 


{eugene styecierertn 


levels” However, these stages, along with 
some of the more sprawling levels 
and fearsome bosses of both sequels, 
stil attract enticism for their difficulty, 
despite the addition of level passcodes 
"I get that a lot” chuckles Kalani, “These were dificult 
games, We were aiming at the hardcore, Everybody was a hardcore 
player back then! | definitely could not deliver such dificut games 
today. In hindsight, | woul reduce the enemy darnage by 10-20 per 
cent, make the player character able to absorb more damage, add 
mote power-ups and improve level design. Though | wouldn't want 
to make it too easy —it has to be challenging, The player needs 
{0 feel lke they are earning the Force, My excuse forthe diffc 
of those games in Yoda's words is: "You are not a Jed yet. Much 
training you will need!” Overall Kalani tells us that there isnt rnuch 
he would change about his trilogy. “tm very happy how the games 
tured out” he admits. We did an incredlble jab getting this tilogy 
out back-to-back each Christmas. There are 2 couple of elements 
wish we could have incorporated if we had more time, such as the 
levels, characters and bosses we had to cu we garne — with 
each garne we built more levels than we actually shipped. fd also 
mesa bit easier to play. Im very fond ofthe Super Stor 
Wars trilogy and very pleased with its popularity They were my very 
first games and we had such fun designing and developing them” 


rom, 


Super Star Wars trilogy The Making OF 


We asked Kalani ifhe had ary favourites out of the many greet Star 


Wiars moments found across the trilogy. There are so many favourite Seba 
moments," he replies. "Alot of thern had to do with gameplay as The superb rendition of 
well as the technical challenges they presented. In Super Star Wars my. 2 edict oe ge 
favourites are the landspeeder and trench run levels In SuperEmpie beni penance 
its defintely the snowspeeder/AT-AT level Who doesnit want to take trlogy was a feature that 
down and AT-AT? That was incredibly difficult, but we managed to septa seat nat 
pull off One of my favourite levels is also the Carbonite Freezing ae ee 
Chamber playing as Chewbacca. You had to keep moving and were on the team, he says." 
Fighting jet troopers, stormtroopers with shields and bornbs, various pours ehael 
bounty hunters and the litle pesky Ugnaughts The Darth Vader forthe fist time.| erally 


levels were also a treat. Isso emotional going up agalnst Vader no 
matter how pixelated he looked, By this time the player had all of the 
different Forces accessible and Luke was at his most powerful. Jon 


Knowles, my animation supervisor, ld an awesome job anirnating was increible to heart 
Darth with the limited sprites we had available, game: ane ' laches 
“In Super Jedi it’s defintely the Rancor. I's the biggest beast in the Sculptured for his 
‘Star Wars universe, and so satisfying when you take it down, The dedication and pasion in 
sai-barge level was also exciting, For the first time we could create reset te best 80 


‘and show what the sai-barge looked lke on the outside and inside. 
In addition, we were able to go up against a slew of bounty hunters 
and strange creatures. And you got to play Princess Leia with her aycmeie 
chain weapon in a bikin Then of course there are the final levels 
flying the Falcon inside the Death Star The climax of the ey 
trlogy racing to the core and back out in the nick of time blasting 
the Death Starinto a millon pieces. Finally, the showdown with the 
Emperor was @ fun level to design. The difficulty was in creating the 
scene with the round window. It took alot of ties to look right. And 
then giving the Emperor al of is lightning effect powers, "We 
‘wonder i Kalani would be interested in a revival of the SuperStar 
Wars series ‘Definitely, fd be all over that project,’ Kalani enthuses 
“isthe garne that catapulted LucasArts into the console space 

and itcan do itagain on the new platforms. ve been trying to 
convince LucasArts to recreate the Super Star Wars tilogy for tablets, 
hancthelds or Xbox Live Arcade/PSN. If given that opportunity 
Ia keep the essence ofthe original though reinvent and 
innovate the game with today’s gameplay mechanics, 
give it visual facelift and, of course, pack it with 
‘even more Star Wars goodies... Irn totally up fori, 
and it will be even better than the original!” 
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EarthBound 


Tima othave had Kress but ht seam ohave had 
1D iireensente ey efi gnu Poor 


offered alitie more exposure thanks t 
Super Smash Bros, this quitky tile can take pride 

mint originals can change hands for upwards ef £500, Why? Unt its 
recent appearance on the Wi UVirual Console, Earthifound was ane of 
the few retro dassics not have release in any form. 
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time and give tis monster ago, 
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many classes fang to get 
European releases stands 
‘toreason that Secret ofMana 
should be the ane to make the 
cut Three payer co-op was a 
unique seling pointbut even 
without that Secret Of Mana 
‘sould stil Fld up brliantly 
This action-RPG managed to 
tickevery box from aunique 
ing sytern to: 
talored to sult your own whims 
Despite several sequels, is 
remains the best game in the 
series the PlayStation erry 
has ts fans, but het numbers 
axe feeble compared to thas 
who would backthe rina 
To this day, weveyetto seea 
truly reat Mana follow-up an, 
whl 'slooking unikely thar 
well see one inthis alaysafe 
envionment itd be a retro 
stain Square announces 
anew, but stl oid schoo 


Tech demos seem to be the order ofthe da lately, withthe likes of 
{Wi Sports capturing the imaginations of millions But this beat al 


ofthem tothe punch,ashowease forthe unknown power ofthe 
‘SNES and an eaty glimpse atthe magic of 30. Few could have imagined 
that fight game would be the one to show off what the SNES was truly 
capable of but tha’ precisely what Piotwings did 3D gaming wouldn't 
‘become the norm unt years late, butherewe gota glimpse ofthe future, 
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Street Fighter I Turbo 


Wyovouneda NES and 


upforthe opportunity to show 
your mates what a Dagan 
Fash Kick was, 


elite game at 
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100 of bringing the arcade 
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The Legend Of Zelda: 
ALink To The Past. 


Favourite o claim the top spot on this st, but 
the landside tookeven thoseof us expecting 
‘moustachioed number one by surpese. Man clin just. 
wale this st—he arabbeda Cape Feather and flew over 
the lop ofthe whole damn thing. With Super Mano Werks 
appearing asa packin with mary console bundles, this 
‘would have been the fst experence of 16-bit garing 
formany people. And whata way to sar itd be ike 


1 Nintendo's mascot was aways going tobea cles 
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your fist taste of mest being a huge T-bone steak or your 
frst car after passing your test being 2 FerarThisis seen 
bby many as being as close as e've come to piatforming 
perfection and, uth be told we're a no postion to aque 
We sti play Super Maro Word requlaly to ths day and 
ssefe sll escovering new ticks and secrets hidden away 
In the many many stages. There's somuch to tak about 
celebration of Super Mars Word thats fcuk to know 
where to begin But. well start asis logical - with pesty 
‘much the fist thing you see when starting up the game 
“The map structure ist entely re, with Super Mano Bros 3 
pling much the same stunt abet eroxen dow by level. 
But t's the moroved sense of sale that cames from having 
‘ne big map tha really makes this eal Ike an epic journey, 
and.one where the route - andl even the destinann ~ 
arenit always cleat Find ahidden exit toastage and you can 
find yourselfbrarching out into areas far more afcut than 
youre used ta. But, wth so mary routes on fe there's 
osharme in returning tothe beaten path inorder to huey 
slong your journey to Bowsers caste 
Then theres the way that each ofthe powersups 

changes how you approach and traverse each stage. A, 
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Yuan even keep one ofthese backin 
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Why it’s collectible 


Growing up in the Nineties wasnt easy. From 
an early age, mary gamers found themselves 
thrown into the epicentre ofa digital war gs 
boexween two Japanese sunerpowers to be 

‘ P x J 
reckoned with 


Sega and Nintendo's conflict controlled 
the playgrounds and workplace, Sonic wy 
against Mario, The battle continues 4 
today, as the mention of the Super 
Nintendo versus the Sega Mega Drive 
has collectors raising their control pads 
with pride. 
Despite hosting fewer games than 
Sega's 16-bit offering, the SNES hosts a fs 


wealth of blockbuster hits amongst its 
huge library of over $00 known European 
releases. With the likes of Super Mario World, high quality software avaliable. Given that the 
gaming world had just experienced a very hard- 
shortly followed by Super Mario Kart, Mega ManX edged and usly selection of consoles fsuch as the 
and The Legend of Zelda:A Link To The Past it sno. NES and Master Syster), the arrival of an alluring 
‘wonder that thas continued to captivate garners curved console bundled with a comfortable 

to present day However it wasn't just about the control pad was too good to dismiss. 

Where collecting is concemed, a large 
‘majority of the SNES catalogue has 
seen a considerable rise in value over 
the last few years frorn an influx of 

nostalgia-hungry gamers. But, surely 
these financial skrmishes teking 
place on auction sites are just as 
prominent for the Super Nintendo's 
16-bit rival? Luckily the Sega Mega 
Drive fans are much safer from, 
this barrage of collectors due 
to one conclusive reason. Up 
ntl the Nintendo GameCube, 
iuntjut egies tstaneninsyboudbene miereseyhngivacmeeviube every garne branded with the 


Why it’s collectible 


Official Nintendo Seal was released within a flimsy 
cardboard box. With so few mint condition boxed 
games available (in comparison to the near 
indestructible harc-cased Mega Drive! 

they are highly sought after, 25 collectors 
challenge each ather to replicate that brand 

new feeling again 

As time passed by and Marios newest 
home leegan to build up an incredible 
momenturn within Europe, a sporadic 
release schedule shortly followed and 
reared its ugly head. A large chunk of 
the ratest PAL releases originated 
froma single county, leaving 
frustrated gamers and collectors 
today trawling countless top- 
level domain variations of 

eBay. OF these rates, X Zone 
(Scandinavia), Whirlo Spar), 
Coo! World Spain), Sonic Blast Man 
(Spain) Space invaders (Australia) 
and Super Chase HO (Australia) 
tend to be the most sought 
after by 16-bit collectors 
around the world, 

Although Nintendo had a 
wide range of multinational 
gamers, their hard work 
and dedication continued 
‘to ensure each Super 
Nintendo owner within Europe was catered for, 
Many releases were adjusted to better suit thei 
target audiences ~ changes which often included 
alternate artwork, varying language options and 
occasionally ‘classic’ re-releases, Although this level 
‘of consideration sounds fantastic, those airing 
to-collect SNES vatiants face countless headaches 
due to the sheer volume of releases out there, 
‘Super Mario World is an extrerne example of this, 
‘Given fs seventeen variants, 


Complications aside, the Japanese and 
American release lists offered a much larger 
library of garnes, yet there was stil a selection 

of prominent European releases which have 
gamers from across the pond intrigued. The most 
notable isthe timeless Japanese RPG Teranigma, 
\which for some untold reason saw a European 
localisation, yt nothing for garners stateside. 
‘Auction snipers worldwide sitin wait for each 
and every time it surfaces, sadly driving the price 


Why it’s collectible 


Up. Whirl, The Firemen and Super 
Bomberman 3 are other good 
‘examples of this, 2s European 
gamers often struggle to hold 
‘onto their hidden treasures, 

ne of the more interesting 
aspects to note during the 
16-bit era was how easy iinport 
games were to acquire, While the 


price tags within magazine adverts unhappy with what their home country 


suggested that early artivals of Japanese and could offer. These disgruntied fans were 
American software were probably worth being —_often found excusing themselves as they happily 
patient for, there was one publication which paid premium prices to get ther atest garning hit 
almost justified these financial kidnappings ‘way ahead of schedule. Whilst these purchases 
Simply known as Super Play, itis often referred ——_could often be expensive gambles, many of these 
toas the greatest gaming magazine of alltime, _ investments have paid off, as garners obtained 
due to its perfect combination of covering gatnes classics such as EarthBound, Final Fantasy li (VD) 
and Japanese culture. As it focused mainly on ‘and Chrono Trigger which never arived in Europe 
imported titles months before their European However, what they were unable to see at the 
release, a new wave of gamers were born, time is how many of these exclusive imports 
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Why it’s collectible 


would eventually fetch three figure surns, as 
they do today, 

With such an enticernent from abroad, often, 
limited by how far our distressed wallets could 
be stretched, Super Nintendo fans were lft 
questioning how they could enjoy the wealth 
of cartridges without skipping meals. Quite 
naturally, the black market was well aware of 
this fact and began to envision various ways 
to profiteer from the 16-bit juggernaut, While 
very few bootlegs found their way undemeath 
the counter of less honest shops, the pirates 
had another device at the ready to potentially 
make the expensive cartridge medium a thing 
of the past Given that a large majority of early 
cartridges could fit onto a single floppy disk, 


a disk drive was placed inside a Super Nintendo While there are more modern alternatives to this 
compatible device known as the Super Wild Card, hardware, the Super Wild Card range and various 
Capable of backing up and loading cartridges other sirilar devices stil get snapped up rather 
from disk, this revolutionary and attractive piece quickly due to their elusive nature 

of kitrnade stealing garnes all Offering countless games spanning multiple 
too easy, regions and an array of diverse accessories, the 


Super Nintendo is by far one of the most desirable 
classic games consoles to collect. Athough the 
deep end of collecting is quickly requiring @ 
well padded wallet to bask in, both garners 
and collectors can take pleasure in the 
knowledge that the majority of the 
Super Nintendo's classic titles can stil be 
found relatively easily, and usually ata 
reasonable price 
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The peripherals 


With cartridges breaking the upper limits of 
£59.99 in the Nineties, SNES owners often found 
themselves limited to how many games they can 
afford. While this did rake game rental services 
a profitable business, the more savvy gamers 
amongst us looked for other solutions Piracy 
and cartridge copiers were no stranger to 

the games industry 

Nintendo had already embraced the 
legitimate series of Game Doctors for the 
Famicorn, which ironically used the Faricorn 
Disk Systems proprietary medium of unique 
disks to create counterfeit software. The SNES 
equivalent, however, used a more accessible 
method, which effectively made those expensive 
cartidges a norvissue. 

The Super Wid Card released by Front Far 
East was amongst the many different favours 
cof backup devices which began to surface. 
Within each unit lay @ floppy disk drive capable 
of reading and writing to a range of 34-inch disk 
formats. Once powered up, a simplistic rnenu 
appeared on screen with the option to either 
‘back-up or load a game from the disk currently 
inserted. Tiles exceeding the capacity of a 
single disk, such as the massive 48 Mbit Tales OF 
Phantasi, were broken dovin into multiple files 


The peripherals 


often spanning multiple disks, Once the contents 
of these backups had been loaded, the chosen 

nesiperwiscetstepyévcpen  2¢Kup Would load instantly replicating the true 
guatticssnmneindeste” —_carrige experience flawlessly 
witergene Unfortunately for Nintendo, the entre process 
‘of backing up a Super Nintendo cartridge onto 
a disk was all 00 easy. Given that all you needed 
to duplicate a game was a minimum of one disk 
‘and the cartridge to copy from, swashbuckling 
gamers made the most of lockbuste’s game 
rental service by spending evenings ‘enting’ 
the selection of new releases. To rake matters 
\worse for the Nintendo, the disks written by the 
Super Wild Card were readable by any horne 
computer with a disk crive installed. On each 
disk was a single ROM file (or single file broken 
Up over multinte disks), which could be quickly 
copied onto another biank disk for the next well 
equipped pirate gamer 
With newer games starting to exceed 
the capacity of single disk, loading often 
became cumbersome On the rear side 
of the Super Wild Card was a solution 
—a parallel port With the right software 

available, garners could send ROM files via a 
PC through 2 parallel port cable, in which the 
cartridge copier would begin to write to memory 
and execute the gare upon completion. This 
‘quicker method was then bettered cnce more 
with the arrval af the newer and more expensive 
‘Super Wild Card DX2, a unit which allowed its disk 
<rive to be swapped for a CD-ROM drive 

No matter which way you looked ati, the 

countless features made the Super Wild Card a 
rather invting, akhough admittedly dishonest 


Rok NOM ene tat device. That said, these devices deserve our 
altace thanks as they are the main reason why the entire 


Super Nintendo library has been archived for 


fuzure generations to come, in what we more 
commonly know as ROMs 


ind the rest 


...and the rest 


Inan attempt to outdo one 
another inthe ight gun 
ddeparement both Sega and 
Nitendo beloved that bigger 
‘was better’ Light guns soon 
bbecame ight bazookas, and 
adding tothe absurdly, the Super 
Scope was fitted with a shoulder 
rest and scope ~ making gamers 
fee! rather awkward waiesat 

in font of thetelevsion witha 
igantc plastic rocket auncher, 


‘With Europe caught up in an 
impor frenzy meticulous gamers 
needed co make sure that the 
‘was equiped fr te multitude of 
‘teats flowing infor abroad. As 
US games were too wide forthe 
PAL slot import adapters extended 
the SNES cartidue sot upwards, 
allowing forall shapes and sizes to 
be attached 


Realsing the lmitatons 
that hampered their eatlier 
Bomberman outing co the NES, 
Hudson Soft went abead and 
‘bundled 2 four player adapter 
with ts T6-icelease of Super 
Bomberman. Alowing up to four 
separate payers ta caret nto 
‘ene contaler por the adaptor 
was revolutionary, and payers 
soon began to blast their way 
through a coleeten ef tangles 
«contol ps and increasingly 
snary competitors 


. and the rest 


Inatime when t 
offered unmatch 


ades sti 
aie gameplay, the nearest 
you could get tothe coin-op 
‘perience at home was with = 
ick Folawng on from the NES 
vantage arcade stick Nintendo 
released 3 SNES model known as 
the Super Advantage, 


‘Themodetn altemative tothe 
Super Wid Card, they 
introduced memery card 

‘ompatibe cartnges alowed 
gamers to access the ene rary 
of SNES games without emuiation. 
Eiminating the need o invest for 
rarer les, these state-of the-art 


_ecessory forthe SNES. 


Arig bundled withthe novely 
‘rapric software package 

Mario Pant, the compatiilty 
ofthe SNFS Mouse was often 
overlooked. Capable o 

with over 50 games 
Mouse offer 


mote preciso 
Smit and Lemmings 2The Tbe 


1 1994 adevice capable of 
playing Game Boy games on a 
Television was ing 

SNES, Not only dt 
alow fullscreen ac 
intended fra stall CD aispay, 
but talso enhanced the suas 
witha range of colours and 
decoative Borders 
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Top rarest PAL games 


Get these next 


The jewel in the crown 


The jewel 
in the crown 


It’s commonly thought 


at no English language version 
sts, But that true? If you turn to an, 
you might ust be surprised 


The Nordic 
edition of Soul Blazer 
isa stunning addition | 
toany collection... if 
you can track 
itdown 


The jewel in the crown 


™ 


lsh language 
highly desrable, 


contained within stylish navy 
blue borders, 
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